
Oif '/ ; A 


OF INT^tACTIVE ENTERTAINMEI 





























Are you into sports games, OR WHAT?! 
Then you're gonna love this STUFF! 

We won't bore you with the 
Techno-Babble, just use our 
Advanced Controllers and 
you'll jam harder, pass 
longer and play faster! 

You'll be so pumped up that 
your competition will be afraid 
to leave the locker-room! 

You'll have it all . . . 

SIX BUTTON CONTROL No real athlete would 
settle for anything less! 

CUSTOM 

PROGRAMMABLE 
MICRO-CHIPS! 

Now you can handle those 
Complex Jams 
and other tough moves! 

HIGH PERFORMANCE CIRCUITRY! 

Our super-smart engineers have done it 
You'll have the edge in Accuracy, 

Speed, and Responsiveness! 

PLUS THESE COOL FEATURES 

Turbo Auto-fire (up to 35 shots per seco. 
ergonomic design, slow motion control 
and so you don't get 
caught short-handed - an extra long 
If you want to be the game's MV. 
you've gotta have STD CONTROL! 












STD Entertainment (USA), Inc. 

110 Lakefront Drive • Hunt Valley, MD 21030 
Tel. 410.785.5661 


"THE HOTTEST PAD WE'VE SEEN IS 
DEFINITELY THE SG PROGRAMPAD 2" 















4 Electronic Barnes 









A two-handed jackhammer 
tomahawk turbo JAM! 


et ready for the hottest games ever. - 

Get the Super Link". 

The court’s ready. The house is thumping. The crowd is wild. The TV cameras are on. 
You’re in the locker room. And you better not be alone. Because the hottest new 
Super NES™ games explode with the power of multi-player action. And with the 
new Super Link™, you can put up to five of your best players on the court for the 
biggest games, the best shots and most amazing tomahawk turbo jams of your life. 

The Super Link features an advanced compact design. It’s easy to hook up and 
:. The hottest games are here. Are you ready? 


sports games like 

NBA" JAM! 










“If you 
think the 
Digital 
Highway 
has some¬ 
thing to 
do with 
the Open 
Road and 
Happy 
Motoring, 
it’s time 
fora 
Virtual 
Reality 
check. ” 



Potholes in the Highway 


You don’t have to read Electronic Games or Wired 
to get the message. The buzz about the Digital 
Highway is everywhere. The Media, that nebulous net¬ 
work of anonymous scapegoats, is so in love with the 
romance of the concept that they’re barely capable of 
writing about anything else these days. 

It isn’t built yet. A lot of consumers won’t have an 
entry ramp until sometime in the next century. The 
investment is huge, and still there isn’t anyone who 
doubts that near-universal electronic linkage is coming. 

The Digital Highway metaphor seems designed to 
capture the fancy of techno-leery Americans. The same 
people who go brain-dead when placed in proximity to 
the simplest computer console have no trouble imagin¬ 
ing themselves tooling down that Digital Highway, 
maybe stopping for a burger with the works, at the 
wheel of a powerful machine with a 686 under the 

If you think the Digital Highway has something to 
do with the open road and happy motoring, now is the 
time for a Virtual Reality check. Like most things that 
sound apple pie simple in the abstract, there’s more to 
the Digital Highway than everything for everybody 
every time they want it. 

For those who get their news from messages in the 
bottles that wash ashore, the Digital Highway is a com¬ 
puter-driven network that will link providers of all 
forms of electronic software with consumers. It inte¬ 
grates the currently separate systems of television, tele¬ 
text, electronic gaming, video, home computing, video 
gaming, and cable, 

Alas, the very aspect that makes the idea so exciting, 
the multiplicity of data sources, will make it less than 
user-friendly, especially for pioneers. Anyone who has 
trouble navigating the Internet or the on-line services 
probably won’t think the Digital Highway is so easy. I 
don’t expect EG’s savvy readers to have trouble, but 
what about the guy who can’t set the clock on his 
VCR? I predict a boom in counselors who help the 
uninitiated get the most out of what’s out there. 

Assuming tutorials and guides and heavily illustrated 
manuals do for the Digital Highway what they have so 
far failed to do for personal computing—make it intel¬ 
ligible to the average consumer—there’s a lot of mis¬ 
conceptions about what’s really going to be available. 

The cyberpunk cowboys of science fiction may come 
into existence some day, but right now it’s all in the 
hands of billion-dollar corporations. The government is 
so anxious to see the Highway get built that it is reluc¬ 
tant to fetter the big players with legislation, so don’t 
look for Uncle Sam to defend the rights of the little guy 
in this arena. 

Just as the introduction of the video game cartridge 
and, more recently, the multimedia disk, raised the cost 


by ARNIE KATZ 

of entering the competitive market, so will the 
Digital Highway. 

Oh, there will be lots of choices, unending alterna¬ 
tives. You’ll be able to download items from huge 
banks of movies, TV programs, music, datafiles, enter¬ 
tainment, and more, but it is likely that most of the 
available selections will be mass market stuff for the 
broadest possible audience. 



• The Interactive Network 


That will please many, but it may be harder to 
satisfy those, like us, who have special, overwhelming 
enthusiasm for specific kinds of electronic software. 
The little company that creates one breathtaking inter¬ 
active entertainment product may have trouble getting 
to “the level playing field” that the Digital Highway 
offers to those who can afford the price of entry. 

This is no doom and gloom diatribe. The Digital 
Highway, though imperfect, represents a revolutionary 
change in the way all of us connect to the world. At the 
very least, it’s going to give us some amazing new 
ways to play, including multi-player competition on a 
scale beyond anything we’ve experienced up to now. 

It is a warning. If you don’t want to see the Digital 
Highway repeat the mistakes of television and, espe¬ 
cially, cable, on an unprecedented scale, the time to 
make our voices heard is now, before they start laying 
digital blacktop. The folks who want to own the high¬ 
way aren’t shy about lobbying. We don’t have their 
money, but we do have numbers on our side, which 
still counts in this democratic republic. 

Our government has a lamentable record of locking 
the bam door (usually paying 10 times too much for 
the lock) after the horse is gone. We can’t let legisla¬ 
tors wait until a handful of companies divide up the 
booty and post the “No trespassing” signs. 

What do we want? I see two needs: guaranteed pub¬ 
lic access to the Digital Highway and government regu¬ 
lation of the rate structure. We’ve got to speak now, or 
risk becoming disenfranchised in our own homes. 










THE PLANET'S HOTTEST HARDWARE 
MEETS THE PLANET'S COOLEST SOFTWARE. 
INTRODUCING GAME BLASTER CD 16. 


All the leaders of the gaming universe have joined 
forces. And now they’re coming to get you. No 
other game experience can prepare you for what’s 
waiting inside the new Game Blaster CD™ 16 mul¬ 
timedia upgrade kit* You get a Sound Blaster™ 
16-bit sound card and speakers that make all 
your games sound terrifyingly real. A double¬ 
speed CD-ROM, so all your games rim 
faster. An FX-2000 
joystick, so you can 
hone your reflexes, 
to mention the 




most outrageous games in the cosmos—Rebel 
Assault and Sim City 2000-and for the next six 
months, no other kits have them. But that’s not 
all. Game Blaster also includes Return to Zork, 
Iron Helix, F-II7A Stealth Fighter, Silent Ser¬ 
vice II, Civilization, Railroad Tycoon, and Grolier’s 
Multimedia Encyclopedia. Of course, all your 
games will sound better because they’re made to be 
played on Sound Blaster. The question is, can 
you handle it? Want more info or the name of a 
Creative Labs dealer? 

CREATIVE 



Not 


Call 1-800-998-5227. 




Uideo Games us. Stress 

I am a 36-year-old R.N. and have 
recently discovered the world of video 
game entertainment. I am an avid fan 
of Nintendo products and applaud 
their stance on graphic violence in 
gaming materials. As a nurse in the 
labor and delivery wards, I find the 
Game Boy and SNES systems a novel 
way to reduce high stress levels. The 
incredible art work, original ideas, 
and great game play keep me coming 
back time and again. 1 have the privi¬ 
lege of assisting many lives entering 
this world and am a strong advocate 
of healthy childhoods. Through play, 
children (and many of us adults) 
develop self-esteem, hand-eye motor 
skills, and the joy of conquering chal¬ 
lenges and obstacles. I find you can 
still enjoy the essence of all games 
(including Mortal Kombat, Lethal 
Enforcers, etc.) without the detailed 
graphic violence. I hope future 
emphasis will be placed more on the 
sheer fun, learning, and challenge of 
video games, and less on the sensa¬ 
tionalism of “blood-and-guts" graph¬ 
ics. After all, isn't that why we play? 

Patrice Thomas, R.N. 

Savannah, GA 

That's why many of us play, Patrice. 
For stating it so well, you’re our first 
contest winner. STD will contact you 
soon to see what controller you’d like. 

make music far Uidea Games 

I am 18 now, and I have been inter¬ 
ested in how video games are made 
for about eight years. I would like to 
get into an occupation involving the 
making of video games, including 
coin-operated games and home enter¬ 
tainment games like Nintendo or com¬ 
puters like the Amiga. I am particu¬ 
larly interested in writing the music 
that accompanies the game. I don’t 
know how much demand there is for 
video game music writers, though. My 
older brother said that it might be 
better to learn how to program the 
graphics and the actual mechanics of 
how the game works and interacts 


with the person playing it. I guess I 
should probably go to college to leam 
about computers, but I really need to 
know exactly what steps I should 
take. 

Paul A. Yuzva 
Painesville, OH 

Video game musical scores are 
beginning to be recognized — we’ve 
seen several CDs released in recent 
months. But the call for composers in 
video games is chancy, Paul, because 
you’ll be up against stars now. If 
that's your main interest, we suggest 
you major in music (keyboarding is 
vital!) at whatever college you go to. 
You might take your minor in program¬ 
ming; that way you'll have many of the 
basics you’ll need But we’re not edu¬ 
cational counselors, so, before you 
rush off to take our advice, try to get 
personally acquainted with somebody 
working in the field. Talk to them 
about what it’s like and get their 
recommendations for a course of 
study. Good luck! 

Call For The [lassies 

With all this talk growing amid 
gamers about today’s games not 


[outest nnnouncement 

Win a controller! Each month, 

EG will select a letter from those 
printed and the writer wins one of 
STD Entertainment's fine line. 



Some ol the prizes STD is offering include 
(counter-clockwise Irom top left): SN ProgramPad, 
SG ProgramPad 2 , SG ProPad 6 and the QJ Pad. 



Pitfall Harry, Jr. reprises some ol the adventures 
ol his famous father in Activision's recent release. 


having any creativity, why don’t game 
makers just go back to re-issuing the 
best of the classics? Today, the only 
classic games I see for new systems 
are Pac-Man, Ms. Pac-Man, and 
Space Invaders. Sure, these games 
are great, but why not more? I would 
love to see new versions of coin-op 
classics like Zaxxon, Zoo Keeper, 
Crazy Climber, Omega Race, and 
Star Castle. And new versions of the 
home classics, like most of Activi¬ 
sion’s early games and Imagic hits 
like Atlantis, Cosmic Ark, and 
Dragon Fire. If done right, besides a 
‘90s updated version of the classic, 
the original version would be included 
on the cart or disc as well. It would be 
a nice change of pace from the over¬ 
glut of fighting, platform, and 
scrolling shooter type games. 

James Catalano 
Chicago, IL 

Well, it is happening, James. For 
example, Pitfall Harry, Jr. has 
returned to the jungle in Activision’s 
Pitfall: the Mayan Adventure 
(SNES, Genesis)—but deep within the 
game, the original version still lives as 
a special level If that’s still too much 
of a platform game for you, see last 
month’s review of Tempest 2000 for 
the Jaguar, or, for Windows on PC. 
check out Microsoft Arcade, which 
has re-creations of Asteroids, Battle 
Zone, Centipede. Missile Command, 
and yes, Tempest too. 

Please write to: 

Feedback, % Electronic Games 
330 So. Decatur, Suite 152 
Las Vegas, NV 89107 








First Round Ends 

in Captom Data East Courtroom Street Fight 












arated,... only identical copying 

The Court made exhaustive 
studies of four primary categories 
that Capcom claimed had similar¬ 
ities: characters, special moves 
and combination attacks, control 


Data East’s chief counsel, 
William Fenwick, in an exclusive 
EG interview, stated, “Mr. Rose’s 
remark ignores the nature of the 
judge’s holdings and Data East is 
of the view that the Court’s deci¬ 
sion does dispose of the copyright 


"...Data East's first-round triumph 
doesn't mean that Capcom won't 
prevail..." 


sequences, and general presenta¬ 
tion and flow of the game. The 

sequences are not protectable; the 
miscellaneous features (including 


infringement claim. Data East has 
filed a motion for summary 
judgement based on the Court’s 

injunction hearing.” 


selecting characters in the martial 
arts simulation) are common 
(such as those in Mortal Kombat 
and Samurai Shodown). The 
Court stated that “of the eight 
pairs of characters and 27 special 
moves ..., three characters and 
five special moves in Fighter’s 
History are similar to ... Street 
Fighter II,” but that ’’because all 
of the fighters in SFII are adher¬ 
ents to one or more of the martial 
arts disciplines, the bulk of their 
fight moves are similarly derived 
from those disciplines.” To the 
average person this would be a 
perfectly reasonable way to look 
at such a comparison. 

The Court’s decision, to deny 
the Capcom request for injunc- 

ties that result between the two 
games stem from Data East’s 
emulation of the unprotectable, 
commonplace features of SFII, 
such as stereotypical fight charac- 

derived from the martial arts.” 

Capcom states that they will 
continue the battle. Although the 
company lost its request for an 
mjuncuon to halt sale of 
Fighter’s History, they claim, 
“the recent decision by Judge 
Orrice... is not the Court’s final 
word on infringement of 
Capcom’s copyright.” Ian Rose, 
Capcom’s attorney, went on to 
say, “The denial of our injunction 
request in no way assures Data 
East’s final victory. We remain 
convinced that Data East has 
unlawfully infringed our copy¬ 
right, and once all of the facts are 
known, the Court and jury will 


What It Means 

This case is still in progress, 
and may be for a very long time. 
Data East’s first-round triumph 
doesn’t mean that Capcom can’t 
prevail in the final analysis. The 
important thing about the ruling is 
that the court has evidently decid- 


involved, and that it is not a slam 

The case is important to elec¬ 
tronic entertainment enthusiasts 
for several reasons. The primary 
one may well be that if it ulti¬ 
mately wins its point, Capcom 
will be free to go after other street 
fighting games, thereby gaining 
control over the entire genre. 
During the hearing, Capcom stat¬ 
ed its intention to take the offen- 


EG will track this one with 
more front-line dispatches as the 
case moves through the legal sys¬ 
tem. (Joyce Worley) 


The US Patent and Trademark 
Office rejected all 41 claims made 
by Compton’s New Media during 

controversial multimedia patent. 
(See story EG Feb. 1994). 

ed based on the submission of The 
HyperCard Handbook and several 

ed prior art that precluded the 
Compton patent. 


PEARSON BIDS 
FOR TOOLWORKS 


Pearson, Inc. agreed to acquire 
all shares of Software Toolworks, 
in a transaction valued at approxi¬ 
mately $462 million. Software 
Toolworks chairman and CEO 
Robert Lloyd commented, “We 
are extremely pleased to be part 
of the Pearson Group... Our man¬ 
agement team was very impressed 
with Pearson’s successful track 
record of working well with cre¬ 
ative development groups in the 
media business.” 

Pearson is an international 
media group that operates over 
100 newspapers, publishes 
Longman and Addison-Wesley 
textbooks, and owns Thames 
Television in the UK, as well as 
theme parks in England and 
Spain. 


SCES '95 GOES 
TO PHILLY 


The Electronics Industries 
Association announced that the 
Summer Consumer Electronics 
Show in 1995 will be a trade-only 
event on May 11-13, in 
Philadelphia. 


THE $5K 
EAST HiEGG 

Bill Vargas, a Philadelphia sys¬ 
tems engineer and dinosaur enthu¬ 
siast, found the “eggs” in 
Jurassic Park (Ocean/SNES) and 
unscrambled their hidden mes¬ 
sage to win $5,000 in Ocean’s 
“The Great Dino Egg Hunt” con¬ 
test. Game programmers hid eight 
letters of the alphabet in obscure 
locations about the park. 

entire contest—aside from avoid¬ 
ing the jaws of a very hungry T- 
Rex—was actually unscrambling 
the message,” said Vargas. The 
answer, DRHORNER, refers to 
Dr. John R. “Jack” Homer, a 
leading paleontologist who 
inspired the character Dr. Alan 
Grant in the book. A fitting mes¬ 
sage for such a game. 


TOP-SELLING 
SOFTWARE: '93 

The list of top-selling computer 
software was compiled by PC 
Data of Washington, DC., based 
on units sold by ten retail chains, 
representing over 1300 stores. 

Top selling PI Software 1933 

1. Microsott Flight Simulator, 
Microsoft 

2. swing, LucasArts 
3. 7th Guest, Virgin 

4. Sim City 2000, Maxis 

5. Woltenstein 3-D/Spear of 
Destiny, Formgen 

G. Links-386 Pro (SVGA), Access 

7. Wing Commander, Origin 

8. Strike Commander, Origin 

Overkill, Nova logic 
10. Star Wars Hebei Assault, 
LucasArts 

Top-Selling IDs of 1993 

1.7fA fittest Virgin 

2. Star Wars Rebel Assault, 
LucasArts 

3. King's Guest VI, Sierra 
On-Line 

4. Microsott Encarta, Microsoft 

5. Return to Zork, Activision 
G. Just Grandma & Me, 

7. Compton's Int'l Encyclopedia 
Upgrade, Compton's New Media 

8. Cinemania, Microsoft 

9. Dracula Unleashed, Viacom 

10. Street Atlas USA, Delorme 



Hnppy winner Bill Unrgns 
holds up his $5,000 prize check. 













GUADALCANAL 


This one 
will blow 
you away , 


Get ready for the second volume in SSI’s • 

hugely successful Advanced Simulator Series! 

Great Naval Battles volume II: GUADALCANAl/^BM 
sends you to the South Pacific for the monumental 
conflict that rocked these remote islands. Five tactical inH 
battles, three carrier battles, and one full campaign 
provide limitless hours of cutting-edge World War II naval ] 
combat simulation. All in crisply detailed Super-VGA! , ,S 
Build your forces from 100 ship types and 20 plane types*’'!® 
as you engage enemy forces on land, at sea, and in the air. ’ 
Sophisticated command and control features let the computer 

^ _ handle the details while you make 

jf, * the big decisions. Or, micro-manage 
»■ every detail — right down to the 

FT Q _ | )] "* targeting of individual guns! 


Great Naval Battles v 
GUADALCANAL 
The Premium 
Naval Combat 
Simulator. 


IBM & 

COMPATIBLES 
Available on 
3.5 disks 



is 

OQtsVr 1 § 












Virtua 



Adrenaline junkie. You are, admit it. That's why 
you've been waiting for Virtua Racing on Genesis. 
Well, it's here. With all the speed, realism and 
3-D graphics of the arcade game. All it took was a 
quantum leap in processing speed—that's where our 
SVP chip comes in. Luckily, you don't 

OBI 

have to understand the technology to 
appreciate Virtua Racing. Just drive. 



Race from four different perspectives. Need 
from the driver's seat? Switch views on the 






©TJCO^@ 


Change is good. That's why there are 3 different 
racetracks to choose from. (Beginner, medium, and 
if you're up to it, one for the experts.) 






Nintendo, Philips, Sega, 
Sony, Viacom, and Virgin. 

The first meeting, under 
the direction of Acting 
Chairman Jack Heistand 
(VP of Electronic Arts) was 
to discuss a rating system 
for all interactive entertain¬ 
ments, including cartridge, 
CD, and PC disks. 




POPULARITY POLL 
April, 1994 

These games were voted the 
favorites in EG’s monthly 
poll (see last page in this 
issue). Duplicate numbers 
represent ties. 

Favorite Video Games 

1. Mortal Kombat, Acclaim 

2. Street Fighter 2, Capcom 

3. NHL ‘94, EA Sports 

4. John Madden ‘94, EA 
Sports 

Favorite Computer Games 

1. X-Wing, LucasArts 

2. Great Naval Battles, 

3. Space Quest 5, Sierra 

4. Mortal Kombat, Ultra 


Favorite Multimedia Games 

1. Dragon’s Lair. Philips 
1. Double Switch, Sega 

1. Mad Dog McCree, 
American Laser Games 

2. Jurassic Park, Sega 

2. Space Ace, Philips 

3. Voyeur, Philips 


THE MERGER: 
TIME WARNER, 
TENGEN, ATARI 

The three game and multimedia 
units owned by Time Warner, Inc. 
will integrate operations under the 
common name Time Warner 
Interactive. Time Warner 
Interactive Group, Atari Games 
Corp., and Tengen Inc. will work 
together to develop products for 
coin-op, home play carts for Sega 
and Nintendo, CD-ROM for both 
console and computer, and inter¬ 
active TV. 

Geoff Holmes, chairman of 
Time Warner Interactive, 
explained: “By combining the 
resources of these three operating 
units, we bring together an enor¬ 


mous pool of talent, experience 
and content... This move posi¬ 
tions Time Warner for the future 
and establishes a worldwide net¬ 
work of technology ... Our coin¬ 
op group. Atari Games, has a her¬ 
itage of over 20 years in video 
game technology, going back to 
Pong, the first electronic coin- 
operated video game.” 


CD-ROM KITS 
INCLUDE GAMES 

Several popular games and 

died with Media Vision’s latest 
multimedia upgrade kits. Besides 
Media Vision’s own Quantum 
Gate, Critical Path and some of 
its I Can Read educational series, 



most packages include Iron Helix 
(Spectrum Holobyte), Mad Dog 
McCree (American Laser 
Games), Return to Zork 
(Activision), and Mega Rock, 
Rap ‘n’ Roll (Paramount 
Interactive), among others. 

Also the popularly priced 
Premium Portable CD-ROM 
Player, dubbed The Reno. 
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INCLUDES DIGIT-FILLY 
fiElYllXED mUSIC FROM 
GLOBAL GLflDlflTDR5 

THE T-ERtYllN-HTQ-R SEGfl-CD 

COOL 5-FOT 



IF YOU'RE EXPECTING A BUNCH OF 
BLEEPS AND BLIPS... THINK AGAIN! 

Tommy t-hll-h-rico 

VIRGIN GAMES GREATEST HITS/VOLUME ONE 
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BLOCKBUSTER 
HOSTS TOURNEY 


Blockbuster Video is hosting a 
worldwide video game tourna¬ 
ment this year, which terminates 
in the World Finals to be held in 
Ft. Lauderdale, FL, on August 
19-21. 

Gamers sign up at participating 
local Blockbuster stores between 
May 16-June 14, then local in¬ 
store competitions run from June 
15-July 10. During this period, 
each competitor will play one 
game per week on either SNES or 
Genesis, and the highest cumula¬ 
tive score for each system will 

Championships on July 23 or 30. 
The highest scorers in each state 
will attend the Finals at the Ft. 
Lauderdale Convention Center 
August 19-21, to find one Genesis 
and one SNES World Champion. 


CD-ROM GOES 
ARCADING 


American Laser Games (ALG) 
introduced a CD-ROM based 
coin-op system that lets arcade 
operators change games just like 
changing CDs on a jukebox. 
Shoot Out at Old Tucson is the 
first title that uses the new hard¬ 
ware system, and ALG spokes¬ 
men say it gives the new game a 
different look from its laser-disc 
based games like Mad Dog 
McCree. Moving characters are 
high-resolution digitized images 
of filmed actors and stunt men 
superimposed on photographic 
settings. The game system’s hard¬ 
ware includes over 600 MB of 
memory, and an advanced graph¬ 
ics processor for full-motion 
video and special effects at the 
rate of 64 million pixels per 

system include drivers, fighters. 


ALLIANCE FORMS 
DIGITAL ILLUSIONS 

Alliance Interactive Software 
formed Digital Illusions label to 


nTHRi/ninTEnno settle 


BUT STILL ARGUING ABOUT WHO CAME OUT ON TOP 


been suing each other over 
ownership of certain impor¬ 
tant patents. At issue were 

as the scrolling playfield cre¬ 
ated by Atari, and the proto¬ 
cols of Nintendo cartridges. 
Now all claims concerning 
patent and copyright infringe¬ 
ments and anti-trust violations 
have all been settled. 

The case ended with both 
Howard Lincoln (NoA) and 
Dennis Wood (Atari) making 
statements that they were glad 


the litigation was over and 
that the two companies would 
be working together in the 
future. But that didn’t end it. 
The first announcement stated 
Nintendo received payments 
and licenses from Atari. Then 
Atari said Nintendo paid for 
the patent licenses. Next NoA 
denied that and said Atari was 
nnsleadma the public. Bottom 
line? Perhaps just maybe 
they’re still not the good 

the two companies would like 


deluxe versions of edutainment 
titles, under the helm of Gordon 
Walton. Walton previously man¬ 
aged the development of such 
games as Harpoon (360), The 
Playroom (Broderbund) and 
Reader Rabbit (The Learning 
Company), and many others. 

The company launched a 
Classic Series label for such well- 
known games as Sub Battle 
Simulator and PT Boat 
Simulator, Fokker Triplane 
Flight Simulator, PS1 Mustang 
Flight Simulator, and Ferrari 
Grand Prix. The Premier Series, 
scheduled for the holiday season, 
will include Air Warrior II, a 
new version of the popular on¬ 
line game, and an original subma¬ 
rine sim called War Patrol. 


INTERPLAY 
GETS GURPS 

Steve Jackson Games licensed 
its Generic Universal Role- 
Playing System (GURPS), a set of 

role-playing experience in any 
milieu, to Interplay Productions. 
Interplay will create a develop¬ 
ment engine based on the system 
that can be modified into any 
role-playing universe its designers 
can imagine. 

“We went with Interplay for 
two reasons,” said Jackson. 
‘They’ve done some great games 
in the past and they’ll be a strong 
partner... the programmers and 


a really universal role-playing 
sytem.” Brian Fargo, Interplay 
president, said. “We’re proud to 
be working with Steve. He’s an 
innovator and the grandfather of 


CONTROLLERS 
PACK GAMES 

bundling Math Rescue and 
Word Rescue with its “My” 
Joystick, a PC joystick designed 
for preschoolers, and Blake 
Stone: Aliens of Gold, with PC 
Command Control, a computer 
joypad. The games are Apogee 
shareware. 



Dan Zemaitis, marketing man¬ 
ager for Suncom, said, “Often 
children find the keyboard too 
intimidating.” Hopfully this new 
Joystick will gain acceptance. 




WHISPERS FROM 
PAVILION X 



Barrel! 

Omnitrend has legal 
action pending against 
Mindcraft for alleged past 
due royalties on Breach 2 
and Rules of 
Engagement. Omni¬ 
trend's suit claims 40,000^ 

information at Mindcraft. 
The same development 

tussle with prospective 
Im( because the 

appear last Christmas. 

The buzz is that 
Omnitrend is bugged 
because Impressions has¬ 
n't programmed it faster... 
Action-game masters 

bution deal with Suncom. 

1994, with a possibility of 
a big line if the first batch 
sells... 

Why don’t I use 
rumors? The rumor is that 
Nintendo is buying Bubsy 
Bobcat from Accolade. 
The truth: Nintendo 
licensed Claws 
Encounters for European 
distribution, 

Sega has opened its 

the press after sending a 

Kalinske opened the 
doors as soon as he got 
wind of the news black- 
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The Legion of Decency ReturnsI 


Hey, gang, welcome back to my crowded, 
over-heated waiting room. Geez, it looks 
uncomfortable in there. I probably shouldn’t 
have scheduled so many patients, but let’s see 


we to conclude, therefore, that arcade and 
home video games employ different standards 
of decency? 

But the real problem begins when reviewers 
are asked to also serve as arbiters of “morali¬ 
ty" and “decency. " You obviously feel that the 
level of violence in MK goes beyond your 
standards of what is decent. All a reviewer 
can be expected to do is accurately describe a 
product and determine how well it plays; the 


Q: I am a young adult video game player 
who is very disappointed with all the video 
game magazines. The reason involves the cen¬ 
sorship issue. All the video game magazines 
are in favor of an “anything goes” policy, yet decency evaluations must ultimately be 
none of them are in favor of decency. It would left to you, the consumer. In other 
have been different if some of the game maga- words: your evaluation of decency 
zines favored anti-censorship (and give games and mine may not be the same. 
like Mortal Kombat a high rating) with other 1 would also like to add a 
magazines in favor of decency (and giving word in defense of EG, which A 

games like MK a low rating). But when all the ran a major section on the 

video game magazines favor only one view- subject of game censor- 
point, it is very disappointing indeed. ship in the December 

Mark Price 1993 issue, complete 

Winnipeg, Canada with 

both pro ar 

A: Obviously, Mark, this is an issue you’ve con—from 

given a great deal of thought to, and so 1 also variety of 

pondered your comments at some length. I industry 

began by checking my Oxford Dictionary for leaders, 

some definitions. Decency, according to this 
source, is simply the condition of being 
decent, which is, in turn, defined as: “con¬ 
forming to the accepted standards of what 
proper, not immodest or obscene. ” 

You see the problem? What, exactly, are 
the "accepted standards” for electronic 
games? Within the world of arcade 
games. Mortal Kombat didn’t ruffle 
anyone’s feathers during the years j 
it spent at or near the top of the 
coin-op Top Ten. It was only 

. largely sanitized home 
versions that politicians 
were able to exploit 
its vivid imagery to 



ACCESS 
Brings You 
a Virtual World 
Interactive Movie! 


“Lots of games push the 
envelope—Under a Killing Moon 
blows it to smithereens!” 

—William Trotter, PC Entertainment 

“A ground breaking 
CD adventure!” 

—Joyce Worley, Electronic Games 

BrV ■ “Under a Killing Moon combines 
, the best elements of movies 

and com P uter games... It literally 
Kyfftrm pulls you into the screen. ” 

* T A***.*- —Denny Atkin, Entertainment Editor, 

[T?. v' .... I... .TT.r.IT] Compute Magazine 

7his category-creating Interactive Movie from ACCESS Software goes light 
years beyond any other product labeled “interactive.” Under a Killing Moon 
takes you to the streets of post World War III San Francisco and casts you into 
the role of Tex Murphy, Private Investigator, who first appeared in Mean Streets, 
then Martian Memorandum. Under a Killing Moon is a Virtual World full of 
people and places so richly detailed, you’ll feel like you’re actually there. 





Q: Okay, Doc, what’s the story on the 
new peripheral upgrade for the 
Genesis? Will it take the place of the 
Saturn or will the Saturn be com¬ 
pletely redesigned? Will this 
upgrade be integrated into the 
Sega Channel when it 
debuts in September? 
And, finally, how does 
it work? Will it 
improve the play 
of existing 
games? Or 


removed in order to play older cartridge and 
CD programs? 

Also, I have heard that Nintendo and SGI’s 
Project Reality system will not come with a 
CD drive; will it be available later on, as with 
the Atari Jaguar? 


A: The Sega Genesis 32X is a cartridge- 
style plug-in upgrade which boosts the 16-bit 
base unit up to 2 x 32-bit level technology. The 
Genesis 32X uses a customized version of the 
Hitachi SH2 RISC chip to deliver “some of the 
exciting game play to be found on [Sega’s] 
hardware platform of the future (code name: 
Saturn), " according to SoA. In fact, the 
Hitachi chip is the basis of the Saturn technol¬ 
ogy, so it sure sounds as if SoA still has its 
corporate eye on that next-generation system 
(see this issue's “Kunkel Report" for more 
extensive analysis of the Saturn’s future). 

The Genesis 32X will contain two 
SH2 chips and a new Video Digital 
Processor (VDP) which will report¬ 
edly hype the processing speed, 

mapping, and polygon graph¬ 
ics while adding the ever- 
popular scaling and rota- 
and CD-quality 
ound. Sega claims 
to have more than 

under devel¬ 
opment for 
the 32X 
system. 


What do 
film stars 


& 

all have in 


They all star in ACCESS Software’s 
new CD thriller 

Cmninsf 4910 w - Amelia Earhart £ 

Salt Lake City, UT 84116 

to a PC Near You! 1-800-800-4S80 


Q; I understand that Street Fighter is 
going to be made into a movie? Is this 
true? Has shooting begun? And, most 
important of all, who will be playing the 
different characters? My suggestions 
would include: Yokozuna (the WWF 
wrestler) as E. Honda; Mike Tyson (when 
he gets out of jail) as Balrog; and Dolph 
Lundgren as Guile. 

Stephen Plonski 

Long Beach, CA 

A: According to Capcom, the film is just 
now'in casting. The rumor mill has been 
working overtime generating guesses as to 
who will play the various SF characters, 
but the only solid lead we have is that 
Jean-Claude Van Damme is currently the 
favorite to play Guile. But actually, 
Stephen, you ’ve come up with an interest¬ 
ing idea. Now who, after all, knows the SF 
characters better than EG readers? So 
why not try your hand at casting the char¬ 
acters in SF II? Here are the ground 
rules: an actor/ actress must be assigned 
to play each of the characters from SF II: 
Championship Edition. Address your sug¬ 
gestions to: Casting Call, c/o this maga¬ 
zine. The editors will consider each entry 
with infinite care and the reader who pro¬ 
duces what we feel is the ideal cast will 
receive a special Street Fightin ’ Game 
Doctor Prize Packet. Got that? 


which will still play existing Genesis and Sega 
CD titles, but without enhancements. No word 
yet on whether the 32X, or some form of its 
technology, will be integrated into the Sega 
Channel. 

As for Project Reality, Nintendo’s latest 
reports claim the system will be cartridge 
only, with no current plans for an ad-on 
, CD drive. However, Nintendo says it 
^ will “continue to evaluate CD tech- 
k nology and has designed Project 
Reality to accommodate" a CD 
drive down the road. 

those questions, com- 
ents and corrections to: 
The Game Doctor 
c/o Electronic Games 
330 S Decatur, 
Suite 152 
Las Vegas NV 
, 89107 


Aloha! 


mACCESS 




CA, native, graduated from SDSU in 
with a BA in journalism with an empha¬ 
sis on public relations. He worked briefly for 
the San Diego Padres baseball team as an 
intern in public relations and sales before 
joining Electronic Arts. 

Even though EA now commands a great 
deal of respect in the industry, Dave remem¬ 
bers when the company was small, new and 
vulnerable. But coming from the bottom can 
be good for a company, Dave says. “You 
always feel like an upstart.” 

Seeing John Madden Football on the 
Superbowl pregame show, two years in a row, 
is what Dave considers his greatest coup. 

“Full immersion” is the wave of the future, 
he contends. “In the baseball game of the 
future, you’ll hold an instrument in your hand 
that will have the heft and feel of a baseball 
bat, and you’ll hear the crowd all around you, 
more of a full emerson in the experience of 
actually being there.” And when we’re doing 
that, Dave Dempsey will be right there, help¬ 
ing to define the experience. 


KM sun 

oGdMG 


1 ney aon t an sit in tne Doara 
iom, but their impact is enormous 


Dave Dempsey, Public Relations Manager 
for EA Sports, is a perfect example of how 
title doesn’t always correlate with influence. 
He handles public and press relations for EA 
Sports, but his personal investment in time and 
energy has boosted the label into a leadership 
position. He participates in every phase of 
marketing the popular line of games. He’s not 
the only EA executive responsible for the 
success of the sports simulations, but his spirit 
and willingness to champion cutting-edge 
products is a key ingredient of EA Sports’ 
success. 

Dave has spent most of his eight years in 
the industry at Electronic Arts. The Redwood 


If you’re like most gamers, 

Sonic the Hedgehog and 
Bubsy Bobcat are getting to 
be old friends and Mario 
visits more often than your 
relatives. Everyone knows 
the popular characters that 
cavort on the interactive 
screen, but the people who put 
them there are often virtual 
unknowns. 

That changes now. 

The editors of Electronic 
Games interviewed executives 
and game-creators at every 
level in the interactive enter¬ 
tainment industry. We asked 
them to help us pinpoint those 
most responsible for the way we play 
now—and the way it will change in 
the future. 

The following pages spotlight the most 
frequently named men and women. These are 
the people who have won the respect of their 
peers. Our editors, led by John Hardin and 
Laurie Yates, followed up the selection 
process with interviews of as many of our 
notables as possible. 

Our compilation is far from exhaustive. 
We’U give more behind-the-scenes powers 
their deferred justice in a future issue. Here, 
meanwhile, are the executives and game- 
makers who hold the future of interactive 
electronic entertainment in their hands. 
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Brian Fargo, president of Interplay, is one 
of the true whiz kids of interactive entertain¬ 
ment. He entered the field, while still in his 
teens, as a designer/producer. A series of illus¬ 
trated adventures for Activision, climaxing 
with Borrowed Time, brought him to the 
attention of the industry and consumers. 

After Activision came the Bard’s Tale 
series for Electronic Arts. Building on the suc¬ 
cess of these RPG hits, he went independent 
with Interplay Productions and has led IP 
surehandedly through the repeated upheavals 
that have shaken and scattered lesser 
organizations. 

The head honcho at Interplay has been 
developing ground-breaking software for a 
decade, artfully blending technology, concept, 
and interface design to create seminal elec¬ 
tronic games. While most companies innovate 
in one area, he has pushed all the parameters 
of game design and development into new ter¬ 
ritory. He achieved a major milestone in the 
development of the dungeon crawl with the 
Bard’s Tale series; invented a new genre— 
animated computer chess—with the Battle 
Chess games; and pioneered the use of blobby 
modeling with Claymates and Clayfighter. 

Among the most creative and well-liked 
people in the industry, Brian is one of those 
rare visionaries who excel at getting things 

Greg Fischbach, chairman of Acclaim, is 
known as one of the shrewdest executives in 
all of electronic entertainment. His financial 
acumen and knack for making the right moves 
at the right times have turned a tiny East Coast 
company into a video game colossus. 

It wasn’t easy for an American company to 
prosper during the early NES era, and Acclaim 
had some close moments when products were 
postponed too long, but brilliant licensing 
buys and sophisticated package kept Acclaim 
growing through the 1980s. Among the prop¬ 
erties which Acclaim has turned into hits: The 
Simpsons, WWF Wrestling, Mortal 
Kombat, and NBA Jam. 

More recently Fischbach, working closely 
with Rob Holmes, now president of Acclaim, 
has taken the software company into unex¬ 
plored territory of futuristic interactive tech¬ 
nology. As Acclaim sets new sales records in 
the present, Fischbach and his merry band are 
sculpting the interactive artifacts of the 21st 
century. 

Tom Kalinske, president, Sega of America, 
has more right to the title, “The Man Without 
Fear,” than Marvel Comics’ Daredevil super¬ 
hero. Critics challenged his wisdom, if not his 
sanity, when he left the familiar confines of 
the toy industry to take the helm at Sega. 

Could he cope with the unfamiliar market con¬ 
ditions and white hot competition, primarily 
from then-dominant Nintendo? Yes he 
could—and did! 


During his tenure, the Genesis has captured 
the majority of the 16-Bit market, Game Gear 
has scored big gains against other portables, 
and Sega introduced its multimedia peripheral. 
Coming soon are the Genesis 32X upgrade, 
the Saturn, and the Titan technology. Sega has 
also linked up with cable companies to intro¬ 
duce the Sega Channel this fall. 

Kalinske brushed aside Sega’s checkered 
management history, revamped product lines, 
and improved the consumer support effort. He 
has spoken out on key issues, including the 
violence controversy, and his articulate com¬ 
mentary and personal charisma make him one 
of electronic entertainment’s most compelling 
spokesmen. 

Two Kalinske decisions stand out. Most 
insiders credit much of SOA’s new-found 
success to his changeover from Japanese to 
U.S. cartridge development that has proven to 
be more in tune with the American market. 
The other biggie was hiring the sharpest ad 
firm in the business—Goodby, Berlin & 
Silverstein—the outfit that took Sega to the 
Next Level. 

Say-Ga! 

Howard Lincoln, chairman, Nintendo of 
America, Inc., is the most important American 
in the Nintendo corporate structure. He began 
with Nintendo as a senior vice president in 
1983 and in February of 1994 was elected to 
the board of directors and appointed chairman 
of NOA. His presence has had a profound 
influence on the industry and he is now the 
man credited with making Project Reality a 

George Lucas, chairman of the board of 
Lucasfilm Ltd., LucasArts Entertainment 
Company, and Lucas Digital Ltd. is probably 
the most important man in the industry who 
has never produced an interactive entertain¬ 
ment or even attended a Consumer Electronics 
Show. His direct involvement isn’t compara¬ 
ble to the rest of our “Great Eight,” but none 
of them has made a more profound impact. 
Through his revivification of the mass culture 
idiom in his films, and the paragon of creativi¬ 
ty that is LucasArts, he has infused electronic 
gaming with his ideas. 

George Lucas directed THX-1138, his first 
film, in 1970. The next year he formed 
Lucasfilm Ltd. Since that time he has written 
and/or produced some of the most popular 
movies in the history of entertainment, includ¬ 
ing the Star Wars and Indiana Jones series of 
action blockbusters. His masterful touch can 
also be seen in games like X-Wing, Star 
Wars Rebel Assault, and Tie Fighter, all 
produced by LucasArts. 

As important as George Lucas has been to 
our field in the past, time may make him an 
even greater force. High-powered hardware 
opens the door to full-scale use of cinematic 
techniques in full-motion video sequences, 


and that should make the Lucas touch that 
much more effective. 

Edward R. McCracken, chairman of the 
board and chief executive officer of Silicon 
Graphics, Inc., is the man to ask if you want 
to know what digital entertainment will look 
like in the late 1990s. Silicon Graphics is the 
company that made polygon fill old-fashioned 
almost overnight, and whole hardware systems 
are now being created to exploit the Silicon 
Graphics approach to visuals. 

Ed McCracken commands the hottest com¬ 
puter graphics company in the world today. 
Besides powering the best graphics in elec¬ 
tronic gaming, Silicon Graphic’s systems cre¬ 
ated the mind-blowing effects in Jurassic Park 
and the animation in Beauty and the Beast. 

SGI’s sophisticated 3-D modeling systems 
are also used in a wide range of technical, 
commercial and industrial applications. 
McCracken received an M.B.A. from Stanford 
University and a B.S.E.E. from Iowa State 
University. Before taking the helm at S.G., he 
spent 16 years working for Hewlett-Packard, 
where he learned to navigate the treacherous 
waters of the computer hardware business. 

Roger Sharpe, Director of Marketing 
Support Services—Williams Bally-Midway, 
demonstrates that some journalists can do a lot 
more than talk. Although Roger achieved his 
first fame as a writer for publications such as 
Electronic Games and Play Meter and the 
superb book “Pinball,” he moved on to 
become a leading coin-op executive. Along 
the way, he’s acquired a reputation as one of 
arcading’s forward thinkers. 

“Hopefully, there will always be an ebb- 
and-flow of coin-op to video game. I still tend 
to be firmly convinced that the inspirational 
spawning ground for success in the home is 
predicated by success in the coin-operated 
amusement game universe. You’re preselling 
to a worldwide consumer marketplace, and 
that’s where you can increase the notoriety 
and the recognition of something like Mortal 
Kombat or Mortal Kombat II, since the 
player base is already attuned to it. It is a 
much more difficult and daunting task to try 
and come up with something specific to the 
home market and tout it as having arcade char¬ 
acteristics or arcade graphics and try to build 
awareness that way as well as a following. As 
long as the manufacturers doing coin-op 
amusement can continue to innovate and be 
daring in what they do and build in more play 
value, then everybody will win as a conse¬ 
quence. Innovation, rather than imitation.” 
Greatest achievements so far: The explosion 
of pinball’s popularity in the mid to late ‘70s, 
and the Williams revival in recent years. 

Despite his 20 years of involvement with 
coin-op gaming, Sharpe is definitely a young 
veteran. He has emerged as one of the indus¬ 
try’s likely leaders of the next decade. 





mm mra 

Do you know these names? 

Some make headlines, but others just get it 
done. These people are rarely out front when 
big news is made in the industry, but they are 
often the catalysts for the move. 

Ron Abramson is the man gaming heavy¬ 
weights call when litigation has multi-million- 
dollar consequences. Lawyers have had a 
major influence in shaping the electronic gam¬ 
ing industry, and Ron Abramson is among the 
top guns in the interactive entertainment biz. 
As a registered patent attorney, he is involved 
in prosecuting and litigating software patents 
in multimedia and telecommunication encryp¬ 
tion and user interfaces. He is also the Chair of 
the Computer Law Committee of Association 
of the Bar of the City of New York. While 
currently operating under a non-disclosure 
agreement, he would say that he is currently 
representing a key (multi-million dollar) play¬ 
er in a key project 



Nintendo Japan. Arakawa has been the main 
man at NoA since the days when Donkey 
Kong ruled the arcades, through the rollout 
and glory days of the most popular home gam¬ 
ing system in history—the NES—to the 


Friedman, 

founder of 
International 
Computer Group. 

the northern 
wilderness, this 
colorful wheeler- 
dealer has a net¬ 
work that extends 

of electronic 



Barry Frledmt 


entertainment. Whether it’s the marketing of 
the first pan-system game (Miner 49er), the 
Tetris phenomenon, or the first big-bucks deal 
for on-line content (ESPN’s signing with 
Prodigy), you'll usually find Barry Friedman 
somewhere near the center. A visionary, Bairy 
believes that by the year 2000, “people will 
finally realize the full potential of the 
Digiverse™; a realization that all things 
digital will assist their everyday lives.” 

Modie 
Katz entered 
the computer 
field in 1982 

founder of 
SoftKat, Inc., 
the first and 
only national 

tribution 
company spe¬ 
cializing in educational, entertainment, and 
home productivity software. Known today as 
Baker and Taylor Software Distribution, it is 
still the largest in the country. Modie’s 
biggest achievement has been “building a 
niche distributorship in a world of un-niched 
products.” As for the future, he believes that 
ownership of creative content, not ownership 
of delivery systems, will be the deciding factor 
of success. 

Metos, presi- 

Sculptured 
Software, has 

software 
development. 

The San Diego 
State 

University 

analyst for seven years before jumping head¬ 
long into video games in 1982. Sculptured 
Software, 12 years later, is the force behind 
blockbusters like Mortal Kombat, Star 
Wars, Empire Strikes Back, and NHL 
Hockey. George, with customary modesty, 
calls staying in business his greatest accom¬ 
plishment. “There are so many pitfalls in this 
business that staying alive and staying inde¬ 
pendent is quite an accomplishment.” As for 
the future, George sees S.S. designing for new 
platforms without neglecting the installed base 
of 16-Bit consoles. “Games will get really big, 
both in terms of popularity and actual size, 
double or triple the size that we see today. But 
somebody’s got to come up with a CD-ROM 
that really works, because now they are just 
too slow. We love to write games for CD- 




ROM, but I’m not sure that the gamer is get¬ 
ting a better experience than games on cart.” 

Ken 

Wasch is the 
founder and 
Executive 
Director of 
The Software 
Publishers 

(SPA). 

Originally 
from New 
York City, Ken 
considers the 
SPA’s biggest accomplishment the significant 
reduction in the level of software piracy in the 
U.S. “We’ve put hundreds of millions back in 
the pockets of the people who earned it.” 

Jack Zasadinski is the video games buyer 
for Toys ‘R’ Us, Inc. You wanna talk Secret 
Master? Jack is a genuine mystery man. He 
never attends industry events, and his name is 
virtually an industry secret, but his buying 
decisions are corporate life and death to a 
video game publisher. Toys ‘R’ Us is a huge 
customer and a bellwether for a lot of other 
major accounts. This low-visibility titan could 
send even Sonic on vacation... 


Women with a Voice 

Linda Blanchard, product- mar¬ 
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The signature characteristic of the electron¬ 
ic entertainment business is constant change. 
These outstanding executives are among those 
whom EG’s editors believe will represent the 
next generation of makers and shakers. They 
may not be on the “Great Eight” list now, but 
they’re all knocking at the door. 

Steve Case is president and C.E.O. of 
America Online, Inc. the nation’s fastest- 
growing consumer on-line service. His deals 
with the likes of IBM, Time-Wamer, Apple, 
and other heavyweights have led to phenome¬ 
nal growth for AOL, which has seen its sub¬ 
scriber base more than double to 700,000 in 
the past year. In 1985 Steve co-founded AOL 
with the goal of creating a mass market for on¬ 
line services. With the consumer marketing 
skills he gained at PepsiCo and Procter & 
Gamble, Steve created a customer focused, 
market driven enterprise that has become 
highly regarded for innovations in product 
development and marketing. Steve received an 
undergraduate degree in political science from 
Williams College. 


Bob Grebe heads one of the few companies 
that has actually made money out of interac¬ 
tive full-motion video. He’s the president, 
C.E.O. and chairman of the board of American 
Laser Games. Founded six years ago in 
Albuquerque, New Mexico, A.L.G.’s first 
product was a police training system used to 
simulate situations and reactions to scenes a 
police officer may run into one day. Today, 
A.L.G. concentrates solely on entertainment 
products, and Bob says he considers staying in 
business to be his greatest achievement. “We 
feel Mad Dog McCree, in 1990, represented a 
technological innovation that allowed us to 
grow and produce a successful product line.” 

Bob Grebe: “By the year 2000, much of the 
information superhighway presumably will be 
in place and we’ll see a lot of entertainment 
transmitted by satellite and cable. Hardware 
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today’s market as 
the undisputed 

16-bit video game leader. Part of this included 
bringing Sonic the Hedgehog to the hearts, 
minds, and fingers of game players every¬ 
where. His greatest achievement: Sonic, but 
especially Sonic 2. It provided a major mar¬ 
keting event in the business and provided the 
rare opportunity to make a sequel even bigger 
than the original. Achieving a task like that is 
monumental considering the kind of effort and 
talent involved in creating and marketing an 
electronic game. It is even a bigger task when 
you consider the kind of abuse Sega has taken 
for the content of some of its more violent 

Now, in the wake of his enormous success 
and visibility at SoA, he has been put in 
charge of marketing Viacom’s many potential¬ 
ly lucrative licenses—including a Beavis & 
Butt-head game (Viacom owns MTV), and 
Rocko’s Modern Life. (Viacom owns 
Nickelodeon.) Marketing these games will 
take someone with their ear to the heartbeat of 
our popular culture. A1 Nilsen is one of the 
hippest, savviest marketing people in the busi¬ 
ness and just the man for the job. 1994-1995 
could be Al’s finest hour. 


Bill White has 

been the vice 

keting for Sega 
of America, Inc. 

1993. Before 
that, he served 
six years as the 
director of mar¬ 
keting and cor¬ 
porate communi- 
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Nintendo. Bill 

brings the same bare-knuckles, aggressive 
style to the challenges of the industry no mat¬ 
ter where his desk is. Few electronic gaming 
executives put their mark on the company for 
which they work more indelibly than Bill 
White, one of the Young Turks of the busi¬ 
ness. Mr. White has managed to keep all of his 
hard-edged business savvy while switching 
from one giant in the industry to another 
worthy giant. 
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game. This 16-Meg powerhouse not only 
houses all the appropriate logos, names, and 
numbers, it presents them in the most breath- 
takingly impressive audio-visual display in the 
history of baseball simulation. The pitcher vs. 
batter confrontation is shown from a catcher’s 
first-person perspective, taking the game clos¬ 
er to the ground, and the players, than has ever 
been seen before—even in HardBall III. 

The gamer whose team is in the field con¬ 
trols the team from behind the plate during 
pitcher-hitter sequences. The player-manager 
first “positions the catcher’s mitt" by moving 
a small, squared-off target area to the desired 
spot within the on-screen strike zone. This is 
the spot the pitcher will attempt to throw to 
(play a game or two with a knuckleballer like 
Charlie Hough, however, and the idea is 
quickly communicated that, just because a 
pitch is aimed somewhere, it doesn’t always 
arrive there). The gamer then selects the type 
of pitch from a menu of three options (Fast¬ 
ball, Slider, Curveball, Offspeed, etc.), deter¬ 
mined by the pitcher’s actual repertoire. 
Finally, a menu inquires as to whether the 
pitch should be slow, average, or fast. Once 
the ball is hit, the camera angle switches to an 
angled topdown presentation, with ball and 
fielder aligned by means of a spotlight indicat- 


The majority of 
uantage paint. 
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#11 GENESIS 1 




The only real 
game in 
town. \ 




Toimimeup 


wm m 


Play with real superstars. 
See their pictures and 


RBI Baseball, the hottest 
line of baseball games ever, is 
coming at you with its latest, 
greatest season — RBI ’94! 

• Game play that’s twice as fast as RBI ’93, plus 
rotoscoped animation for incredibly lifelike 
movement of runners, batters and the pitcher! 

• On-screen baseball card-style player 
pictures with their ’93 stats. 

• MLBPA licensed, which means over 800 
real players from 28 real teams. 

• More and higher quality music, voices and sounds 
— featuring audio play assist by Jack Buck. 

• Uses the real ’94 baseball schedule for a full 162- 
game season, playoffs and world championship. 

• Showcases the new East-Central-West division 
structure starting this year. 

It’s not real unless it’s RBI ’94. 













one-timers in NHL ‘94). There are single 
game, playoff, and series options (not the 
World Series, mind you, but another, similar 
series), as well as a save and restore feature 
for full season competition. 

Now for the confusing part: Tecmo is 
simultaneously releasing Tecmo MLBPA 
Baseball, also for the SNES. The two games 
have no connection, except that both use 
Player Association licenses (but not the teams) 
and they both run on the SNES. Tecmo’s lat¬ 
est sports video game is among the most visu¬ 
ally impressive baseball games ever produced, 
boasting the vaunted Flying Camera, which 
moves continually about the gorgeously ren¬ 
dered field seeking out the best possible 
angles for capturing the on-field action. 
Unfortunately, as in many sports games of this 
type (such as Konami’s NFL Football and 
Nintendo’s NCAA Basketball), the wildly 
shifting visual POVs can often be extremely 
disorienting for the gamer in the field. Tecmo 
also has a somewhat less ambitious version of 
its MLBPA Baseball coming for the Genesis. 



Ken Griffey. Jr. poised and ready to hit one to 
the moon in his emiting game for llintendo. 


Other new SNES baseball entries include 
Nintendo’s own Ken Griffey, Jr. presents 
Major League Baseball. Instead of going the 
Player Association route, this game presents 
the real teams, logos, etc., and a single star 
from MLB, surrounded with apocryphal play¬ 
ers. The players have real stats, and can be 
“customized”—i.e., given their real names— 
by the user. This 16-Meg monster also fea¬ 
tures strong graphics, but an unreal sense of 




Old Timer’s Day 

A pair of baseball entries 
that have been around for 
years have recently 
returned with the new 
spring. HardBall III is the 
latest incarnation of 
Accolade’s electronic 
baseball franchise. 








excellent effect. There’s even a Field Position 
Editor, which allows users to fine tune situa¬ 
tional defensive strategy. 

Another grizzled veteran on the baseball 
circuit is Jaleco, whose Super Bases Loaded 
2 is the latest in the looooong-running Bases 
Loaded series. This game uses a lot of visual 
wizardry, with rotation, scrolling, and zooms 
used to various effect. The look of the game is 
entirely unique, and there are plenty of enjoy¬ 
able options to explore, including multiple sta¬ 
dia (three) and random draft All-Star games! 
On the down side, however, neither the play¬ 
ers nor the teams are real world. 

The last major entry on tonight’s scoreboard 
is R.B.I. Baseball ‘94 for the Genesis from 
Tengen. The R.B.I. series is another line that 
has had ardent support since the 8-Bit days, 
and Tengen makes dam sure that each new 
edition features more than just another set of 
stats. The MLBPA-licensed game now fea¬ 
tures some rotoscoped player animation, faster 
movement and all the stats, options, and visual 
frills that fans of the series have come to 
expect. The frame rate is improved, the out¬ 
fields were recalibrated (to make them larger 
than in previous versions), new cut scenes pro¬ 
duced, and intense new audio was added, 
including play-by-play courtesy baseball 
legend Jack Buck. 



There they are, ladies and gentlemen, the 
games that will vie for your baseball buck. 
With the kind of lineup reviewed here, along 
with the many others already on the market, it 


basesball simulation that tickles your fancy. If 
you are still reluctant to purchase a game, 
don’t worry, there are plenty more basesball 
games to come. As long as Americans love the 
game there will always be a market for the 
electronic counterpart. If you are really eager 
for the newest baseball simulation out there, 
early reports on a SNES baseball sim from 
new publisher LFE, Inc., tentatively titled 


Relief Pitcher, has garnered good word of 
mouth through early development. Then there 
are the Japanese games which may or may not 
arrive on these astroturf-covered shores. 

Whoever the winners turn out to be, the 
quality of this latest round of hardball simula¬ 
tions makes it pretty clear that it’s becoming 
harder and harder for game enthusiasts to lose. 

E-lec-troneek Base-a-ball been berry, berry 
good to us. 


The Prospects: Head-to-Head 

OK, we hear you saying, “so these new 
games are all fabulous. But how do they 
stack up against one another in the 

all-important rating categories?” 

Well, we ran the ratings through the EG 
Number Cruncher and here’s how they 
came out. And as you can see, it’s a very 
tight race indeed! 

Game 

World Series 
Baseball 

(Genesis) 

Publisher 

Sega 

Graphics 

A 

A+ 

Features Stats 

B+ B+ 

Grade 

A 

Zoo Ball 

(SNES) 

American 

Technos 

B- 

B 

C+ 

C+ 

C+ 

Powerful Pro 
Baseball 

(SNES) 

Konami 

C 

C+ 

c 

D 

C- 

MLBPA 

Baseball 

(SNES) 

EA Sports 

B+ 

B 

B+ 

B+ 

B+ 

HardBall in 

• (SNES) 

Accolade 

B- 

B- 

B+ 

B+ 

B 

Tecmo MLBPA 

(SNES) 

Tecmo 

A- 

A 

B 

B 

B+ 

ESPN Baseball 
Tonight 

(Genesis) 

Sony 

A- 

A+ 

B- 

B- 

B+ 

RBI ‘94 

(Genesis) 

Tengen 

B+ 

B 

A 

B+ 

B+ 

Ken 

Griffey Jr 

(SNES) 

Nintendo 

B- 

C 

B 

B- 

B-. 

Zoo Baseball 

(SNES) 

Imagineer 

B+ 

B+ 

B- 

C 

B 

LaRussa 

Baseball 

(Genesis) 

EA Sports 

B 

B 

A 

A 

B+ 

Super Bases 
Loaded 2 

(SNES) 

Jaleco 

B+ 

B+ 

B 

B 

B 






ESPN Baseball Tonight Preview 



by Bill Kunkel 
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ANY BASEBALL IAN CAN TELL WFBE AHEAD 
JUST BY BEABINC THE BOX SCOBE. 






Thanks to full roster 
manipulation, you're 
the manager. Pencil 
Molitor in at third 
and put Olerud in the 
DH slot. Have Dibble 


.336 average. 4B homers. 123 RBI. 
Sounds suspiciously like Mr. Bonds. 
Stats, Inc. ratings of every major 
leaguer mean super-realistic action. 


Blauser anchors the infield. Carter delivers 
the clutch hit. And Rickey wreaks havoc on 
the basepaths. It's like your baseball card 
collection has suddenly come to life. i 









Pitchers like Orel Hershiser are 
rated for velocity and endurance. 
So if your guy is bringing 98-mph 
heat, he might not last nine. 


You rob Tony Gwynn of a triple. Ring up Rafael 
Palmeiro with a wicked curve. Even take Randy 
Johnson deep. (No. you're not £Ta7eT£ 

dreaming.) Welcome to MLBPA HTS| 

Baseball. It’s from the makers 
of John Madden Football. And it's the most 
playable baseball game ever for Super NES. 


Pick-off plays. Atlanta fans doing the Chop. Even the 
occasional pickle. If it's at the ballpark, it's here. 


If it's in the game, it’s in the game!" 


get beaned. While 
you're walking it 
off. go to instant 
replay and have 
another look at 
what hit you. 
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Baseball: 

Make it more fun to 
play-and easier to win! 






Beyond the Games 




















play-mechanics, including Double and Final 
Jeopardy and the Daily Double. 

The program can handle one-to-three 
human players. There’s also a machine- 
controlled mode that lets you sit back and 
watch a game. If you are one of the few who 

sion show, the demo serves as a good intro- 





This no-frills sports triuio gome from Villa 
Iraspo offers some challenging questions. 


All right now: the question is... 

Sports Facts (Villa Crespo/PC) is a budget 
priced ($19.95 msrp) that plays a game of 20 
questions with one to four participants. With a 
street price of about $15, it’s cheap enough 

it away at the end of the year and replacing it 


The program has sections for three sports: 
baseball, football, and basketball. Within each, 
a menu running across the top of the screen 
lets the computerist either play a game of triv¬ 
ia or consult the databanks of useful informa¬ 
tion. For baseball, information categories 
include post-season play, AL and NL awards, 
career category leaders, and perfect games. 

The trivia game is fairly simple in structure, 
though the hardest questions will stump all but 
the most knowledgeable. The game presents 
one question at a time, which must be 
answered before the countdown reaches zero. 
A pop-up window congratulates a right answer 
and corrects a wrong one. The score depends 
on how many questions the player gets right, 
and how fast they supply the answer. 



Baseball Unplugged 

There’s no better way to play a baseball 
simulation or action-strategy game than elec¬ 
tronically. Sometimes, though, print publica¬ 
tions can be the most efficient delivery system 
for such data. Even more often, the most help¬ 
ful books don’t yet have a digital equivalent. 
Here are a couple of the best to get you start¬ 
ed. The Bill James Player Ratings Book 1994, 
edited by Bill James, Collier Books, may be 
the single best guide to player evaluations you 
can find. Bill James, who has become a legend 
in the last decade for his perceptive insights 
about the sport, rates every single major 
league, plus a lot of the top prospects. The 
book includes brief stat summaries and a text 
entry for each player. No one is right all the 
time, but Bill James hits the mark often 
enough to be a dependable source of 
information. 

Stats 1994 Major League Handbook, edited 
by Bill James & Stats, Inc., Stats Publishing, 
puts a lot of numbers into an easy-to-use for¬ 
mat. This one has a statistical section, with 
lots of intriguing break-outs, for every player 
in the majors. 

While some stats are not reflected in some 
games, park effects, turf vs. grass, and lefty- 
righty percentages often do have a bearing on 
the game. This is stuff you won’t find in the 
baseball annuals on the newsstand. Of special 

about to participate in the 
draft are the 1994 player 
and pitcher projections. 

There are always factors that 
have the capability of derailing these 
mathematical peeks into the next season, 
but it’s surprising 
how often they 


Sports Illustrated 
Championship 

Football & Baseball takes all the fea¬ 
tures that make a premium video game 
and stuffs them into a Game Boy cart. 

game lengths, multiple plays, animated 
sequences, and digitized speech are just 
some of the frills gracing this cart that’s 
two games in one. 

Championship Football puts the player 
in the game, from calling the toss to call¬ 
ing the plays. Gamers choose from 16 
offensive and 1 2 defensive plays for a 
palette of moves that will crush the oppo¬ 
sition. Surprising depth of play, comple¬ 
mented by digitized speech and graphics, 
mostly make up for the very small sprites. 
Sports Illustrated Championship 
Baseball places the player at the helm of 
one of 28 teams from around the country. 
No real teams or players appear in either 
game, but players at least get to choose 
their teams from real cities. Designated 
hitters, relief pitchers, sacrifice plays, and 
diving outfielders keep the action hot. 

Overall, this two-in-one sports sim’s 
strengths outweigh its weaknesses. Rich 
depth of play plus digitized speech and 
graphics combine to make Sports 
Illustrated Championship Football & 
Baseball the best choice for portable 
sports fans. 
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So real you can taste it. 


Ken Griffey Jr. Presents: Major League Baseball. 





Until now, to get the feeling of major 
league baseball, you had to be willing to eat a 
98-mile-per-hour horsehide sandwich. 


No more. "Ken Griffey Jr. Presents: 
Major League Baseball*" 
gives you all the 
excitement of 

For a fraction of the cost of recon- 0VER 700 

structive dental surgery. Because it's U,FFEVJ "- " n,SCLF - ,T l Z k I„‘"a\ 

the first and only baseball game that plays by Ken Griffey 
Jr.’s hard and fast rules: Play hard. And play fast. 




And the realism doesn't end there. Check out NHL®Stanley 
Cup® Hockey**and NCAA® Basketball**.* They've got Super NES' 
exclusive^^SE perspective. So your viewpoint 
rotates with every change of possession, objects 
shrinking and scaling with every step. 

Justlike you're on the field with 
the pros. (The best play 
■ here, remember?) 

v And those are just a few of the 

titles in the ^^SHES^uper NES Sports 
Network. We're talking over 75 games here. 
With lots more to come. 

So forget the next 

'coos r s ZT> "° t you want a taste of the major 
leagues, just open wide and say, 

"Gimme the games of the Super NES." 


:r- 

fill Here 










How to Build a Baseball Dynasty 


Winning isn't everything, 
but it's more enjoyable 
than losing 

by Amie Katz 

The ultimate electronic baseball experience 
is owning a team in a multi-season, draft sim¬ 
ulation league. No other interactive experience 
makes such demands on participants. A simu¬ 
lation league combines digital technology with 
what amounts to live-action role-playing. 

You’re not just playing an electronic game. 
As a league member, you are immersed in a 
virtual reality. Talk about role-playing! There 
is no feeling quite like stomping your best 
friend in the league championship series—or 
watching your players’ real-life counterparts 


The Top Simulations 

There are a number of games suitable for 
use in a draft simulation league. In the 
opinion of EG’s sports nuts, the current 
leaders are: 

Baseball for Windows (Miller 
Associates/PC-Windows) is rooted in the 
non-electronic simulation APBA baseball. 
Miller started with a game sold through 
direct-market channels, but this visually 
upgraded program is readily available in 
retail stores. The graphics are still not as 
good as the other two serious choices, but 
it’s hard to knock that APBA mathemati¬ 
cal model.fsee the July EG for a full 
report on this rising power in sports 
simulations.) 

MicroLeague Baseball 4 (MLSA 
Interactive/MS-DOS) is the current edition 
of the most popular purely statistical base¬ 
ball. Although the interface is a little over¬ 
done and program operation is not unfail¬ 
ingly reliable, MLSA Baseball 4 is still 
worthy of consideration. It is an especially 
good choice if your league decides to 
allow use of old-timers mixed in with the 


Tony LaRussa Baseball II (SSI/PC) and 
its multimedia and video game flankers 
are probably the reigning champions. 
They combine high quality screen output 
with a simulation based on a solid mathe- 


Nine Steps To a Dynasty 

Hold your head up high at your league 
meeting! Everyone loves a winner, assuming 
you don’t gloat too much. Following these 
nine axioms can turn your beloved team into a 
consistent winner season after season. 

Step One: Become a student of 
baseball. Cheer for the real-life home team, 
but recognize that your sim team exists inde¬ 
pendently and comes first. Drafting a favorite 
player is one of the joys of simulation base¬ 
ball, but don’t load your roster with players 
from one major league franchise. Don’t let 
rooting interest blind you to merits of players 
on all major league clubs. 

Step Two: Learn the simulation. Play 
some practice games and identify the factors 
from real baseball that have the greatest effect 
on the program your league uses. That way, 
when you evaluate players, you won’t be con¬ 
sidering irrelevant things. For instance, if your 
simulation doesn’t individualize lefty-righty 
percentages, drafting a platoon for a position 
may not make sense. Always keep the little 
things like that in mind when playing. 


Step Four: Develop a draft 
philosophy. It’s simpler than it sounds. 
Visualize the team you’d like and, at the same 
time, estimate the other managers’ intentions. 
They’ll usually talk freely about whether they 
favor pitching, speed, or power, and that can 
tell a shrewd cybermanager a lot about how 
the draft will go. 

Step Five: Draft to build a team. 

Collecting a lot of famous names or over¬ 
stocking on outfielders is a sure way to finish 
near the bottom of the standings. Determine 



One of the leaders in the sports simulation 
league is undoubtedly Tony larussa Baseball. 



step Three: Learn the 

players. Learn how to analyze and 
compare player stats. Here’s one to 
start you off. Adding a players On 


II stars with the greats of years gone by. 















Step Five: Be 

pragmatic. Whatever kind of 
team you wanted before the 
draft, you’ve got to use what 
you, general manager, obtained. 
Forget that dream of setting a 
stolen base record if you’ve col¬ 
lected a lineup capable of crush- 


Step Six: Organize the 
pitching staff. Most simulations 
don’t have official limitations on 

this phase. Adjusting for the peculiarities 
of your league’s constitution, set a rotation, 
determine your closer(s), and consign the rest 
to middle relief and spot starts. The most com¬ 
mon managerial mistake is not drafting hurlers 
with enough innings. If your league limits 
innings and you don’t have four or five guys 
with 200-300 IP, start thinking trade or free 
agent pickup immediately. 


Step Seven: Observe real managers 

See how they employ your players in real situ¬ 
ations. Sometimes, they’re using your people 
the wrong way, of course, but you’d be sur¬ 
prised how often someone who gets paid for 
managing is doing the right thing. 


Step Eight: Remain recep¬ 
tive to trades. Few teams can afford a pat 



hand. Besides, if you’ve followed these steps, 
you’ll know enough to swindle your friends in 
the barter market. Trade for good offensive 
players at key defensive positions and young, 
proven starting pitchers and closers. If two 
players have substantially similar statistics for 
the previous real season, the younger one is 
usually the man you want on your team. You 
can be the judge in a close call like that, but 
usually a younger guy is best. 

Step Nine: Maintain perspective. It is 

easy to become lost in a draft simulation base¬ 
ball league. Remember: it’s a game, not your 
whole life. Not that your life is boring or any¬ 
thing like that but if a baseball simulation 
takes control of your life, then you have some 
serious problems to deal with. 

Armed with a cool head and an intellectual¬ 
ly sound plan of attack, these nine steps and 
maybe Barry Bonds, your stat sim league team 
will win a lot more than it loses, unless you 
pick the Chicago Cubs—just kidding. 


EG’s Draft Picks 

“Specifics,” you cry, “don’t give me 
general rules, point out some players!” 
We hear and obey. Here are some of the 
guys EG’s editors would select in the 
early rounds of any league draft. 

Catcher: Mike Piazza. 

He’s young, and he can play. Most of 
the other good ones are in the same cate¬ 
gory, except Mickey Tettleton, so why 
not go for a genuine offensive threat? 
Sleeper pick: Carlos Delgado, who will 
probably inherit the Expo catching 
chores eventually. 

First Base: Frank Thomas. 

The Big Hurt is one of baseball’s best 
hitters and is good DH material for a sim 
league. If Thomas is gone, Fred McGriff 
offers as much power, good average, and 
decent defense. Truthfully, there are so 
many good first basemen that this posi¬ 
tion probably should be low priority. 


Second Base: Carlos Baerga. 

The all-star part of the Sandy Alomar Jr. 
trade of several years ago. He’s young and 
he hits. Ryne Sandberg is always a good 
choice, of course, and don't neglect 
Delano DeShields as a second or third 
rounder. 

Third Base: Robin Ventura. 

The former collegiate superstar has the 
best balance of tools. Matt Williams is the 
choice for power-hungry managers. If 
only Edgar Martinez could stay healthy! 

Shortstop: Jay Bell. 

Make sure you get the guy on the 
Pirates, not Juan Bell. The old superstars 
(Ripen, Smith, Fernandez, and Larkin) are 
no longer worth those early round picks. 
Gamble on Larkin if you can get him 
cheaply, because he might avoid injury 
some year soon. 

Outfield: Juan Gonzales, Kenny Lofton, 
and Albert Belle. 

If you can get Ken Griffey, Jr. and/or 
Barry Bonds, they’re hard to pass up. If 


you can’t, the three gentlemen listed 
above will give you a superb outfield. 
Don’t forget Kirby Puckett, Larry Walker, 
and Phil Plantier, either. The long shot: 
Ron Gant, if he makes it back from his 

Designated Hitter: Paul Molitor. 

If your team uses one, Molitor is the 
best, despite the age factor. We also like 
super-utility man Tony Phillips and catch¬ 
er-outfielder Mickey Tettleton. 

Starting Pitching 

Righthanders: Greg Maddux, Jose 
Rijo, Kevin Appier, and John Smoltz. 

Lefthanders: Randy Johnson, Jimmy 
Key, and Steve Avery. 

Pitchers fluctuate more from season to 
season than hitters, but these seven are 
usually magnificent. 

Closer: John Wetteland and Jeff 
Montgomery. 

Relief pitchers are even less consistent 
than starters. These are two of the likeliest 
to have another high-quality season. 
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ESPN Baseball Tonight 
here, and it blows 
1 the competition 
right off the field. 
With unprecedented 
player control, super- 
r responsive “touch,” and Chris 
Berman and Dan Patrick in the 
booth, this is the ultimate baseball simulation. 

We started by 
filming real base¬ 
ball players against 
a blue screen. 

Then we digitized 
the footage. The 
result is an arcade- 
style experience 


with the 
smoothest, 

movement 

The bat 

'Televised baseball" perspective with instant 
control is REPLAYS AND highlights. 

unbelievable. High-inside fastball? Swing high 
and take ’em deep. Curve ball low and away? 
Swing low and go to the opposite field. 

The pitching is just as intense. A radar 
gun clocks each pitch to let you know how 
fast you can bring it. But if you throw heat all 
game long, your arm will die early 

You’ve got all 28 Major League teams, 















baseball games, put them away. You’ve 
had enough practice. 


including the new divisions and 
the expanded League Champion¬ 
ship Series. Use your password to 
track your favorite team through 
both rounds of the LCS and the 
World Series. 

You’ll hear digitized sound 
effects with crowds that actually respond to the 
n the field. Sound realistic? Of course 














Screen Savers-Baseball Style 



They entertain and 
inform while they protect 
your computer! 

by the EG editorial staff 

The age of screen savers is upon us! 
Whether you prefer Dennis Miller or Mickey 
Mouse, Mr. Spock or abstract art, there’s a 
product out there that can prevent screen bum- 
in while offering users a bit of fun. 

Baseball didn’t earn the nickname, “The 
National Pastime,” by accident. So it’s not 
surprising that the sport is the subject of 
several new screen savers. Each takes a unique 
approach to the subject, so this shopper’s 
guide may come in handy when you decide to 
put a fresh face on your idle monitor. 

Lights Out Sports Fans Screen Saver: 
Major League Baseball (Quadrangle 
Software/Macintosh) 

This colorful, if slightly primitive, program 
is really a collection of baseball screen savers. 
Lights Out Sports Fans is not technological¬ 
ly advanced, but then, it doesn’t take itself too 
seriously either. And there are 10 different 
utilities on the menu, so it’ll be a while before 

The various demonstrations and interactive 
savers are activated and customized through 
the Control Studio. This interface has vacant 
spots for more screen savers (Football, 
Basketball, Hockey, and Collegiate), which 
Quadrangle intends to produce in the near 
future. From this panel, users can customize 
the screen saver mechanism or the operation 
of any specific saver. The most unusual 
adjustment is one Vince McMahan of the 
World Wrestling Federation would love: 

Home Field Advantage. If it’s activated, the 
home team always comes out on top. 



Within individual screen savers, the most 
important choice is usually which team logos 
to use. They’re all available. Further, the pro¬ 
gram usually lets the computerist adjust the 
size and speed of the images. The most origi¬ 
nal of the 10 is The Blimp. This shows a big 
lighter-than-air craft, decorated with the Home 
Team’s logo, cruising back and forth across 
the screen, devouring floating Visiting Team 
logos. The sound produced in this mode might 
be annoying, but Lights Out makes provi¬ 
sions for muting the program. 

Lights Out Sports Fans Screen Saver: 
Major League Baseball has more than a long 
name going for it. The graphics could stand 
improvement, but the overall concept is apt to 
charm baseball enthusiasts. 

MicroLeague Time Out Sports Baseball 

(MLSA Interactive/MS-DOS) 

The publishers of MicroLeague Baseball 
4, a fine statistical simulation, have blended 
elements of gaming and the standard screen 
saver utility in what the publisher expects to 
be the first in a series of sports titles. The sub¬ 
sequent programs will fit into the interface, 
which will allow owners to switch among the 
various sports. 

The program activates like any screen saver 
when the computer is idle, but it also has a 
pair of grabbers named Bemie and Jock who 
occasionally remind you that it’s necessary to 
take a break to maintain a high level of 
productivity. 

The program includes two different base- 
ball-themed screen guards and a collection of 
games, including: Batting Practice, Brash 
Back Practice, Fungo Fielding, Sign Calling 
101, and Umpire Arguing. These are short, 
tongue-in-cheek diversions, not full-dress 
games. 

SportsGuide with Screen Savers for 
Windows (Momentum Development/PC- 
Windows) 


user-definable. All the logos have 
the right image and color-scheme. Perhaps 
more importantly, they are cleanly rendered 
and look good whether frozen on the screen, 
as in the logo wallpaper, or bouncing around 
as part of a screen saver routine. 

The rest of the program is actually more 
appealing than the screen saver itself. A menu 
lets the user check a favorite team’s schedule, 
or see every league game listed in chronologi¬ 
cal order. The schedule info can be entered 
into the calendar module which helps track the 
user’s appointments and coordinate them with 
a team’s schedule. 



mitralEague Time Out Sports Baseball Is sure 
to tatth your eye uiith its full phatu shots. 


The statistical databases are excellent. It 
contains team and league numbers, which can 
be updated with a data disk or over a modem. 
SportsGuide is so thorough that it even has 
ticket information, stadium diagrams, and triv¬ 
ia contests with either questions about a 
specific team or the whole league. 

Fewer gamers are as devoted to their hobby 
as those whose particular passion is sports. If 
you want to keep that baseball feeling going 
all year round, during work hours as well as 
play time, one of these screen savers is a 
luxury you can, and probably should, afford. 
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COME RIGHT TO YOUR DOOR! 

Get 12 issues of HERO for only $29.95! Send payment to: 
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Far all you jacks who don't have 
multi-year, multi-gazillian, multi- 
Ferrari contracts, here's a way to 
gat a free EA SPORTS™ game. Go to 
a participating retailer. Boy any two 
of these EA SPORTS games. The 
retailer will have a coupon you can 
send in for a free third game. (Ydu 
can get games for any combination 
of Sega™ CD, Genesis™ or Super NES® 
systems.) Hurry, this is not a multi¬ 
year offer. It ends July 31,1994. 



If it's in the game, 
it's in the game.™ 


■ license by Electronic Arts. Electronic Arts is an offic 
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Surveying 
the Cutting 
Edge Disks 

If promise were perfor¬ 
mance, no one would talk 
about anything but multi- 
media games. No form of 
interactive electronic enter- 


they add a few frills and extras, but it's still 
essentially the same game. Starting with mul¬ 
timedia gives the designer and implementation 
team a chance to expand the guts of the game 
instead of the gingerbread. 

The Top of the 
Multimedia Line 

Aegis: Guardian of the Fleet (Software 
Sorcery/PC CD-ROM) 

This exhaustive military game is a quantum 
leap forward in multimedia simulation and 



tridge in speech and graph¬ 
ics. Multimedia games are 
still a long way from what 
we hope and expect them to 
become, but they have 
made tremendous strides in 

Back in 1992, most multi- 
media products were 
enhanced shovelware. 
Enterprising (and cost- 

a floppy title, added speech, 
and maybe ful-motion 
video cut scenes, and called 

New product develop¬ 
ment turned upside down 
last year. Designers once 
produced a floppy game 
and then expanded it for 
multimedia. Now, they tar¬ 
get the superior capabilities 
of multimedia, then prune 
the product to fit within the 
limitations of conventional 
home computers. 

This may not sound like 

tremendous difference. 

Once the designer sets the 
basic structure of a game 
for floppy disk, it is very 
hard to incorporate mean¬ 
ingful expansions in the 
move up to multimedia. So 


strategy. It offers unprecedented realism ant 
depth of play in this genre. 

Players take command of an Aegis Class 
Cruiser, the finest multi-mission warship in 
the world. From this vantage point, they act 
the Senior Officer 
Present Afloat 
(SOPA) and take 
tactical command 
of other units i 
area of operations 
to face every possi- 


cheek parody of B-grade monster movies. 
Bernard finds himself back in the mansion 
with the evil Dr. Fred, but this resolute villain 
is not the source of the problem this go 
around. It seems that a freak accident has 
mutated one of his monstrous tentacles into an 

Using a time machine created by Dr. Fred, 
Bernard travels back in time to avert the men¬ 
ace and. concurrently, rescue three of his 
friends that have been scattered into various 
places in the time stream. 

Maniac Mansion) is apparent as soon as the 
game is booted. The backgrounds are much 
more detailed, and the characters are both 
larger and more intricately animated. Further, 
the soundtrack has been enhanced and con¬ 
tains a lot of digitized speech, including 
Richard Sanders (Les Nessman on WKRP) as 
the lead character. 

Dracula Unleashed (Viacom 
Interactive/PC CD-ROM, Macintosh CD) 

Dracula Unleashed is the first computer 
product that truly captures Bram Stoker's infa¬ 
mous soul stealer as he was originally envis¬ 
aged. Using Hollywood scripting and story 
boarding, as well as professional actors, Ken 
Tarolla perfected the video composition tech¬ 
niques begun in the Sherlock Holmes series 
in this title. The special care given to sets, cos¬ 
tuming, and lighting is evident in the 135 
scenes of live action that chronicle the player's 
quest to find and destroy Dracula in Victorian 
England. 



Black and Adriatic Seas against a resurgent 
Soviet Navy, there are over 100 missions on 
the single disk, each of which can take hours 
to complete. Further, the missions are open- 
ended, forcing the player to determine when 
the objectives are met, which is as real world 
as they come. 

Day of the Tentacle (LucasArts/PC 
CD-ROM) 

Bernard, one of the youthful heroes of 
Maniac Mansion, returns in this tongue-in¬ 


Travel is accomplished by clicking 
on a map of London, and the player is instant¬ 
ly transported, though time does advance. The 
longer it takes to find the vampire, the more 
friends fall victim to his power. There are 
many alternate plot paths in the story and the 
final outcome depends entirely on the player's 
wits and insightful use of inventory items. 

Enthusiasts who are used to the rather off¬ 
hand license applications on other platforms 
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The player awakens inside the Stauf 
Mansion, completely unaware of how they 
came to be in this strange house or the identi¬ 
ties of the various spectral visages that appear 
periodically to act out pieces of the puzzle. 
Players must journey through the house, solv¬ 
ing the puzzles that augment the audio/visual 
delight, until such time as they have discerned 
secrets of the house and Henry Stauf, 


soundtrack, which is an audio process that 
produces stereo surround sound effects using 
only the two front speakers. Finally, Sonic CD 
offers a wealth of bonus levels that players 
will not find elsewhere. 

Super Wing Commander (Origin 
Systems/3DO) 

The entire original Wing Commander and 
all of the Secret Missions add-on disks are 
included here, but the publisher retooled every 
screen to take advantage of the 3DO's graphic 
processing power. 

Every ship design shows minute details and 
light source shadows that could never be 
included in the computer version, making for a 
new graphic experience. The animated cut 
sequences are some of the most beautiful and 

On top of all this spectacle, every character 
in the game speaks, from the Colonel's mis¬ 
sion briefing to the excited cries of the wing- 
men. Super Wing Commander is a standout 
on the 3DO system. 
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Intriguing 

Adventures 

Gabriel Knight (Sierra On-Line/PC CD- 
ROM) 

Gabriel Knight, played by Tim Curry, is a 
New Orleans writer working on a voodoo 
novel, who is plagued by terrifying nightmare 
associated with a 300-yea-old family curse. In 
the dark saga that unfolds, players are treated 
to numerous plot twists and a dramatic finale 




























Heart-Pounding 
Action Attacks 


As a law enforcement officer, the 

T hero battles an army of street thugs 
with the help of a plastic light gun. 
Digitized, on-screen bad guys turn 

A up in cars, behind windows, and in 
a variety of appropriately felonious 
postures. 

The challenge: take them out 
without inadvertently hitting any of the inno¬ 
cent bystanders, of which there are many. The 
on-screen backgrounds and characters are 
superbly digitized, and react to hits with vis- 

The game consists of a string of shootouts, 
including a side-scrolling Hijack scenario in 
which the player must fire at hard targets rid¬ 
ing in a string of bulletproof vehicles. There is 
also a bank robbery, a drug bust scene, and a 
climactic shootout at a chemical plant. 
Pyramid Patrol (Taito/Pioneer 



seven hostile planets to defeat Draxxon will 
challenge the most jaded arcade enthusiast. 
The 3DO version doubles the frame rate of the 
last iteration, from 12 to 24 fps, and one liter¬ 
ally feels like they are flying into the jaws of 
death. 

Multimedia graphics eliminate the flat poly¬ 
gon feel of the original in favor of texture 
mapping and light sourcing for every object in 
the game. Additionally, Chris Stevens com¬ 
pletely reworked the soundtrack to keep up 
with the increased pace of the action. 
Additionally, Faders and Panners are used to 
give a spatial point sound placement effect, 
which allows players to audibly tell where 
explosions and laser fire are coming from. 


generated by overlaying digital graph¬ 
ics on computer generated 3-D analog back¬ 
grounds. The latter are striking, with incredi- 

advanced interface, these graphics could be 
the foundation of true virtual reality applica¬ 
tions. The foreground digital images vary in 
quality. The majority of the enemy craft are 
noticeably flat against the elaborate back¬ 
ground but the bosses are something to 

There are eight total levels, one on the 

ous alien pyramid. Wave after wave of differ¬ 
ent attack craft must be engaged. Most appear 
ahead, though some come in from behind, but 
all of the action occurs in the foreground from 
a first-person perspective. 

Robo Aleste (Tengen/Sega CD) 

It's 1543 AD and Japan is hopelessly 
enmeshed in a civil war that has already lasted 
generations. An unidentified ship, which looks 
like a steam-powered flying gunboat, drifts 

hold are huge mechanical warrior robots of the 
kind popularized by Japanimation cartoons. 

These units are duplicated and reproduced 
by the warring daimyos to settle their con¬ 
flicts. The various stages take the player over 
an impressive variety of terrain, including a 
jewel-encrusted mystery cave and a battle with 
a heavily armed weapon transport train. 

techno-pop and more traditional cinematic 
themes, while the juxtaposition of futuristic 
super weapons against the backdrop of feudal 
Japan gives Robo Aleste a look that is both 
unique and spectacular. 

Stellar 7: Draxxon's Revenge (Dynamix/ 
3DO) 

Drax is back with a bang. 

Stellar 7 is light years ahead of its predeces¬ 
sors. It offers a high-impact "David and 
Goliath" arcade experience. Piloting the 
Raven, a heavily armed hovercraft, over the 



Total Eclipse (Crystal Dynamics/3DO) 
Atmosphere and intensity are the strongest 
selling points of Total Eclipse, a chase view 
perspective shooter. The Drak-sai, a particu¬ 
larly vicious race of starfarers, are galactic 
hunters. Unfortunately for humanity, the 
Drak-sai only hunt other sentient races and 
mankind's season just opened. The only hope 
of man is the fast and powerful Firewing fight- 


vC3 — ■ 


There are five missions to be completed in 
order to save the world. To survive, the player 
must maneuver meticulously through branch¬ 
ing canyons and cramped tunnels in the face 
of overwhelming firepower. At the end of 
each level, there are critical targets which 
must be destroyed, such as refineries, missile 
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Top PC Conversion 

Indiana Jones and the Fate of Atlantis 

(LucasArts/PC CD-ROM) 

Early attempts to bring the movie series to 
the screen didn't always capture the 
essence of the films, but Indiana Jones 
and the Fate of Atlantis is so intelligent¬ 
ly designed and written that it could easily 
have made the transition to the theatre 

Set in 1939, the game opens with the 
player guiding Indy through several floors 
of a museum storehouse in search of an 
ancient statue. After finding the artifact 
and taking it to a nearby university, it is 
hijacked by Nazi spies. Thus begins a 
intricate plot that takes Indy to the four 
comers of the Earth in a quest to keep the 
Nazis from developing the atomic bomb. 

There's a hot air balloon flight over the 
Sahara, an undersea journey on a hijacked 
Nazi U-boat, and, eventually, a tour of the 
fabled city of Atlantis itself. The game's 
200 locations are captured with breathtak¬ 
ing cinematography and an exceptional 
musical score. 


Electronic Games 57 











The Finest 
Effects Money 
Can Buy. 


The Labyrinth (Electronic Arts/PC C 
ROM) 

role of a rather mundane city dwelling p 










MEGA REVIEWS • COMING ATTRACTIONS • MEGA TRICKS 
INTERNATIONAL • MEGA STRATEGIES 


FROM THE EDITORS OF ELECTRONIC COMING MONTHLY.... 




THE #1 ALL-SEGA VIDEO GAME MAGAZINE 


Finally, a magazine made 
exclusively for owners of the 
Genesis, Sega CD and 
Game Gear! Introducing 
Mega Play, the first full-color 
publication with all the tips, 
tricks, reviews and previews 
a Sega fan could ever want! 
Each bi-monthly issue is 
packed with behind-the- 
scenes info and photo¬ 
spreads of the latest 8-Bit 
and 16-Bit sensations. And 
since it is from the editors of 
EGM, you know Mega Play is 
a magazine you can trust! To 
get the most out of your 
Sega system, you NEED 
Mega Play! 
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* LEARN TRICKS AND 
SECRET STRATEGIES ON 
THE NEWEST GAMES! 


‘ BE THE FIRST TO LEARN 
ABOUT THE NEW GAME 
SYSTEMS, PERIPHERALS 
AND ACCESSORIES. 


‘ GET THE FIRST INFO AND 
PHOTOS ON ALL THE NEW 
GENESIS, SEGA CD AND 
GAME GEAR CARTS. 


1 FIND OUT WHICH 
INTERNATIONAL GAMES 
ARE HOT! 



READ HONEST, HARD¬ 
HITTING GAME REVIEWS 
FROM SEVERAL PLAYERS. 


PLUS PAGES OF GAME 
MAPS, DETAILED 
STRATEGIES AND MORE! 
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PLEASE START MY INTRODUCTORY SUBSCRIPTION TO MEGA PLAY - 
THE ALL-SEGA GENESIS, SEGA CD AND GAME GEAR MAGAZINE! 




_Payment enclosed 

Credit card orders:_VISA _ 

Card no._ 


Please include $19.95 for your subscription and mail to: 
Mega Play, PO Box 1733, Lombard, IL 60148-8733 
For faster Service, Call: 708 - 268-2498 


























[ 


E 



EVE OF THE BEHOLDER 

SSI's mighty dungeon-crawl now captured on the SNES 



PUBLISHER: (opium 
SVSTEIT1: SUES 

THEIDE: RPG 

IHEGHBIT5: 8 
P1RVERS: 1 
LEUELS: n/n 


Eye of the Beholder represents a nice 
genre change from Capcom’s usual fare of 
one-on-one brawling and action-oriented 
platform games to a major role-playing 
game. The release also dovetails nicely 
with Capcom’s acquisition and recent 
release of the coin-op Dungeons & 
Dragons: Tower of Doom, as the 
Beholder Trilogy (published for comput¬ 
er by SSI) was adapted by Westwood 
Associates from TSR’s Forgotten Worlds 
Realm AD&D Legacy series (though the 
final game of the trilogy was produced, 
in-house, by SSI). Suddenly, gamers who 
have always associated Capcom with 
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street fightin’ and side-scrollers will find 
themselves transported to the sewers and 
catacombs beneath the ancient City of 
Waterdeep. 

At first look, it would seem that the 
selection of Eye of the Beholder as a tar¬ 
get project for conversion to video game 
was a no-brainer. RPGs tend to cycle in 
prominence. Series such as Wizardry and 
Bard’s Tale held sway over the FRPG 
landscape at various points in time, and 
Eye of the Beholder had been the genre’s 
most recent kingpin. Nonetheless, translat¬ 
ing this mammoth computer saga onto an 
8-Meg SNES cartridge might have intimi¬ 
dated anyone, especially given the loyalty 
these series command among fans. 
Fortunately, partisans of SSI’s original PC 
scenario need not find it an embarrassing 
Eye-sore. 

The game begins with the chief Lord of 
Waterdeep, Piergeiron, summoning groups 
of mercenary adventurers to the palace for 
job interviews. Evil is lurking around and 


beneath the City of Waterdeep, yet no one 
has been able to successfully trace and 

sewer map, the gamer and his party must 
traverse the depths of the city in order to 
locate and defeat the Evil growing there. 

Players must first generate four addi¬ 
tional characters to complete their travel¬ 
ing parties. As with all Advanced 












Dungeons & Dragons games, a mix of 

fully complete the game. The Warrior 
classes include Fighters, Paladins, and 
Rangers. Clerics and Mages both have 


obvious function of gaining entry to 
locked doors, windows, and other portals. 

Veteran role-playing gamers will be 
pleased to know that the standard selec- 


are all available. The character portrait, 
also selected by the gamer, provides visu- 

member. Occasionally, one or two non¬ 
player characters (NPCs) may wander into 
the party’s midst. The NPC may offer 
advice or impart information if they are 
accepted by the travellers. NPCs, while 


er’s direction, can leave, or be dropped 


from the group, at any time. 



Eye of the Beholder's primary game 


ir party, but also 


gamer are numerous. The party can attack; 
cast spells; eat and drink; take, use, give 


basically perform all of the tasks neces¬ 
sary to complete the game. 

The graphics, however, while nicely 
rendered using a 3-D first-person point of 
view, just don’t evoke the dark, dank, 
slimy ambiance associated with a 
medieval dungeon. The lighting is too 
bright and too consistent for electric 

And speaking of the walls, does the Evil 
Entity beneath Waterdeep have people in 


mold, and dust out the cobwebs? 


variety of profiles 
from which to 
choose their char¬ 
acter portraits. The 

face, as the charac¬ 
ter’s life force 
dwindles, is also a 
nice touch. Once 
portraits are totally 
drained of life, they 
are replaced with 
cool looking skulls. 
Once a character 
reaches skull-status, 
even a fifth-level 
mage won’t be able 
to do much good. 



The sound effects and especially the 
musical score are properly attuned to the 
on-screen actions, and represent a major 
audio success (Capcom now seems to 
have the best sound-generating technology 
for the SNES). The initial, majestic scenes 
have scores that superbly capture the 
grandeur of the moment. The foreboding 
and the ominous melodies in the cata¬ 
combs should send chills of anticipation 

The game play remains true to AD&D 
Second Edition rules. In fact. Eye of the 
Beholder captures the feel of playing an 
actual AD&D game very well for a video 
game. Obviously, no electronic RPO can 
provide the kind of dynamic play experi¬ 
enced in a game being mn by a veteran 
Dungeon Master, with gamers role- 
playing only one or two characters. 

One pleasant surprise for computer 
RPG enthusiasts: Capcom has chosen to 
support the Nintendo Mouse, the ideal 
interface device for RPGs. The point-and- 
click interface is pretty intuitive, and for 
that reason, novice role-players, especially 
those use to sophisticated combat systems, 


For example, when the party is confronted 
by an enemy, the gamer needs only to 

party members to activate short range 
weapon defense. Another example of this 
streamlining interface is the opening of 
doors controlled by levers or buttons. 
Where other games might require a string 
of related commands, the process in EotB 
is accomplished by placing the cursor on 
the opening mechanism and clicking the 

Unfortunately, there just isn’t a lot of 
substance to the game itself. The story 
line, for example, is rather flimsy, in that 
the gamer may read a letter Piergeiron 
received from his friend, Khelben. After 


reading that, the adventurer finds himself 
in the catacombs. This is appropriate in a 
live AD&D game, where a Dungeon 
Master and other thinking characters need 

evolve the story line as the game progress¬ 
es. But in an electronic RPG, a powerful 
story line is much more important. Eye of 
the Beholder, unfortunately, often degen¬ 
erates into a find-the-path-through-the- 

a diminishment of interest on the part of 

Novice RPGers, meanwhile, are likely 
to find the game intimidating, especially 
as they try to absorb the nuances of the 
different levels of spell casting, healing, 
and fighting for each class of adventurer. 
Gamers need to know about the nine pos- 

the best party members. Also, AD&D uses 
skill levels, and a job may require a fifth- 

second-level. 

The manual, alas, is as likely to confuse 
gamers as help them. Unlike the docu¬ 
mentation which accompanied the com¬ 
puter version, there are no maps provided 

ments, pictures of the Bestiary, or even a 
history of Waterdeep. Granted, the elec- 

manuals and auxiliary tables that paper- 
and-pencil warriors require, but it does 

And it is that very lack of context which 
most hurts this otherwise impressive 
effort. 

Eye of the Beholder is a solid RPG, 

the electronic libraries of AD&D affi- 
cionados everywhere. It is not an entry- 
level dungeon crawl, but for determined 
newcomers and RPG veterans, it’s a 
slightly flawed treasure well worth bat¬ 
tling a drider over. B (Laurie Yates ) 
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THE TWISTED TIDES 
OF SPIKE IHiFHIW 

Sink your teeth into an amusing tale of perilous rescue 


Players mostly see vampires in horror- 
themed games. The Twisted Tales of 
Spike McFang is as far away from horror 
as one can get with a lead character who’s 
a vampire. Sure, tomatoes restore Spike’s 
health, but that’s as juicy as this vampire’s 
habits get. Spike is a funky little vampire 
kid in a funky little action game that will 
not challenge the best players, but instead 
entertains a wider audience of gamers with 
its blend of action, adventure and tongue- 
in-cheek humor. 

Spike lives among the three islands of 
Vladamasco in a faraway land. His father, 
Dracuman, has recently disappeared along 



PUBLISHER: Bullet-Proof Software 

5V5TEITI: SI1ES 

THEIHE: fiction 

mEGRBITS: IB 

PLRVER5: 1 

LEUELS: 9 


damage. Spike will discover more power¬ 
ful hats later in the game. Finally, Spike 
can use one of the game’s many magic 
cards to restore his power, freeze his oppo¬ 
nents in their tracks, or perform some other 



Spike can also find gold in each 
level and shops where he can buy 
more magic cards and objects he 
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magic card has a place in the game that 
fits its use perfectly, so players should 
save their cards until they absolutely 
need them. Stock up on the tomato 
cards in the game’s shops because it is 
very easy to sustain damage in the 
game. The most important tip for suc¬ 
cess in Spike McFang is to build up 
Spike’s strength as quickly as possible. 
Later in the game, Spike will only sur¬ 
vive if he has enough energy to sustain 
multiple hits, and weapons to eliminate 

Spike McFang fits the overall fun 
theme, so players will chuckle at the 
on-screen antics and look forward to 
the levels they have not yet reached. 
The music is upbeat and the sound 
effects are equally appropriate for 
Spike, his friends, and the actions they 
perform. 



the going rough for Spike. 

Spike McFang is one of those games 
that players will return to again and again 
because the levels are not intimidating and 
the level of fun in the product is high. 
Bullet-Proof Software intelligently 
designed the product with three save game 
positions so that players do not have to go 
through the entirety of the game to get to 
the place where they left off. This feature 
also ensures that Spike maintains his 
current experience level, magic cards, hat, 
and amount of gold. These RPG-like stats 
make Spike McFang a little deeper than 
the average platform game because Spike 
does actually get more powerful over 
time—a necessity in the later levels. 

Spike McFang is full of the typical 
perils that video game fans expect in an 
action game, from bosses to annoying ene¬ 
mies that get them every time, but both 
youngsters and adults will enjoy the chal¬ 
lenge of the island settings. Players will 
discover favorite methods of attack to use 
again and again, and magic cards too, so 
each player will have a slightly more per¬ 
sonal experience. Sink your teeth into this 
video game that takes place just south of 
the more serious vampires’ domains. 

B- (Russ Ceccola) 























Europe is known for great courses. And 
PGA European Tour puts you on 5 of the 
best. But don't expect many breaks from 
the weatherman. It can get downright 
nasty across the pond. 


These guys play like the real guys. Seve i 
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Dexter vs. Borf 
One More Time 

Once upon a time there was a laser disc 
arcade game called Dragon’s Lair, created 
by Don Bluth. It sported movie-quality car¬ 
toon art, a primal story line and a primitive 
play mechanic. There was no flexibility; 
the game required the player to memorize a 



non-lethal sequence of path and timing for 
its hero to traverse to rescue his fair lady. 
Bluth followed it with another laser disc 
game with a sci-fi setting, equally pretty 
cartoon art, and somewhat more varied 
play, and called it Space Ace. 

A little over a year ago, Data East 
brought out a version of Dragon’s Lair for 
SNES (EG, Jan. ‘93), a reasonably faithful 
rendition with fine graphics (if no match 

and slightly more reliance on video game 


testing in other levels. 

The graphics, however, 
while still carrying some of 
the feel of the cartoon, are 
rough by today’s SNES 
standards. This is especially 
true in the irritatingly interrup- 


early low-res game system, 
and it’s hard to believe they 
are trying to capture anything 
of the laser disc product creat¬ 
ed by Don Bluth. 

After the titles and legal 
stuff come up, the opening 
screen of this version of Space Ace shows 
a close-up of Our Macho Hero grinning 
lecherously at his girlfriend Kimberly, a 
red-haired bombshell if there ever was one 
Also present is a blue-skinned Bluto clone 
who also seems to think she’s his little 
Olive Oyl. She looks back and forth 
between them a couple of times and then 
winks at the player. This is followed by a 
series of set-the-scene-and-the-mission text 
screens in which the words spin toward the 
player so fast it’s hard to read. 



designer/developers Empire Software, 
Absolute has published a version of Space 
Ace for the SNES that retains much of the 
original play of the coin-op. In several 
levels this includes a Dragon’s Lair-like 
reliance on memorization of a restricted 
path sequence and precision timing, but 


The background story is that Earth is 
under attack from the evil Borf, that bln 
guy. He is using an Infanto Ray to turn 




keep moving for m 


earthlings into babies. The player controls 
our hero, Dexter, a blond, macho, toothy, 
muscle-flexing kinda guy, but under the 
influence of the Infanto Ray he becomes 
something of a teenage nerd for much of 
the game. 

Borf has, of course, stolen the sexy 
Kimmy, which (in addition to saving Earth 
and regaining his machohood) provides the 
motivation for Dexter to run along precipi¬ 
tous mountain trails under laser fire, join a 
motorcycle race, or don rocket skates, and 
any number of other lethally dangerous 
activities. The problem is that Dexter must 
of the game. He may 
iut only long enough 
him or the like. But 
and if he 

Occasionally, Dexter has the option to 
energize into his former beefy self. He can 
now shoot his ray gun, but the player 
should be forewarned—this puts him on a 
slightly different, and more difficult, path. 
And, in fact, there are some places he can¬ 
not go in his macho persona. Among these 
are some “secret” areas that may be found 
in some locations. These are only available 
briefly, and the clue is what the manual 
calls a “Spatial Distortion.” 

Here, and in other locations, Dex may 
find power-ups. These are discs of various 
colors: a green disc increases laser gun 
power, a blue one speeds up, locking on 
targets. A red disk is a time warp, which 
lets the player practice on a level already 
reached. A white disk adds a life (the play¬ 
er starts with five, but they go quickly). 

There are a couple of mazes as interme¬ 
diate levels, through which the player must 
pass to get to the primary levels. They are 
as hard to deal with as the primaries, 
because of the way the field keeps moving 
and pushing Dexter along. 

The most satisfying portions are those in 
which Dexter is in a flying saucer, shoot¬ 
ing at the many bad guys. The rest is just 
an exercise in game play frustration. B- 
(Ross Chamberlain) 














STRAP YOURSELF IN 



FOR * THE FLIGHT 



OF YO.0R '' LIFE. 



In a far away galaxy filled with digitized cinematic sequences and SFX from the original 
Star Wars trilogy, you take control of the flight stic^ in four'specialized Rebel ships. Use the 
Force to blast TIE fighters, AT-ATs, Super Star Destroyers, (piperial Droid Units...and ultimately 
obliterate the evil Empire with crtlo-or-die trench-run on the Death Star. A 


Join in the Rebel Assault, 
and fulfill your destiny. 


CALL JVC’S 24-HOUR TIP 
1-900-454-4JVC 


ich-tone telephone; 
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THE IMKEDIBLE 
HULK 

You will absolutely love it when he gets angry 


OK, at first glance it looks like just 
another bash ‘n’ smash platform game, 
and really, who’s better suited for that 

any fan of the Marvel Comics’ green¬ 
skinned juggernaut can tell you, there's 
more to the Hulk than adrenaline and 
gamma-ray-boosted fury. While U.S. 
Gold’s The Incredible Hulk has enough 
of that and then some, there is definitely a 
place for strategy in this game, and 
Banner’s brains aren’t his only advantage. 

This game’s designers, Probe, appropri¬ 
ated the multiple stage hero concept, 
familiar from Super Mario or Altered 
Beast and other games, and topped it off 
with the fighting games idea of special 
moves. Our hero has four levels of exis¬ 
tence. At 40 percent energy or less he’s 
just the Hulk, with a fairly flexible but 
basic set of actions—he can walk, jump, 
crouch, punch (with button controlled 
variations like slap, uppercut, and head¬ 
butt), and grab and throw an enemy or 



PUBLISHER: U.S. Cold 

5V5TEIH: Genesis 

THEU1E: Hctinn/Rduenture 

PLUVERS: 1 

LEVELS: 5 


object. As Super-Hulk he has a few addi¬ 
tional moves, like the Foot Mash and the 
Sonic Clap. At the lowest energy level 
(5 percent or less) he is Bruce Banner, 


who’s highly vulnerable but not totally 
helpless, especially if he can find a 
weapon. Finally, with a Mega Gamma 
capsule, he goes into Hulk-Out Mode, 
with great power and more impressive 
attacks, such as tossing an enemy into the 
sky! Moreover, he, like Bruce, can go 
some places that he can’t in other stages. 

In deference to the video game require¬ 
ment for power-ups, the Hulk must find 
Gamma Capsules to maintain his strength, 
which is leached away every time he takes 



The big green guy manhandles a little 
girlyman without euen breaking a sweat. 


a hit—and he’ll take a lot of those. There 
are other objects to be found besides the 
Mega Gamma Capsule that boosts him to 
peak power: continues and extra lives, 

battle a boss), and Transformation 
Capsules which let him change back to 
Dr. Banner at will. 

Why would he want to do that? Because 


Mike Thomas, Marvel Comics’ art 
director for creative services, was the 
liaison between Marvel and U.S. Gold 
while the game was in preparation, 
heading the team that checked video 
tapes of the work in progress for 
authenticity and appropriate character¬ 
ization. “Everyone here was impressed 
by what we saw,” he told EG. “The 
graphics were better than anything we 
had seen on game implementations of 
our licenses, from the Hulk himself to 
the bosses. The backgrounds are 
extraordinary.” 


He did acknowledge that it was 
tough to play. “I thought after seeing 
all those tapes I’d be able to breeze 
through it. No way! That’s good, 
though—it’ll be a challenge.” 

Marvel is supporting the game by 
preparing the art for the packaging 
and a six-page introductory story for 
the game manual. They also provided 
some promotional items, including a 
reprint of Hulk #1 (1963), temporary 
tattoos and four trading cards with art 
by Glenn Fabry, Bill Sienkiewicz, 
Dan Brereton, and Dave DeVries. 


there are tunnels and other areas where the 
Hulk cannot go. Naturally, some of them 
lead to more Gamma Capsules, Time 
Coins, continues, and weapons. 

The player will need all such ad¬ 
vantages. There are no level codes and 



there is no battery back-up—every new 
game starts from the beginning. A vanity 
board has a neat scheme for entering one’s 
initials, but the scores only last through 
the play session. 

The Hulk’s old enemy The Leader has 
marshalled some heavy opposition: boss¬ 
es, all from the Marvel canon, include 
characters named Rhino, Absorbing Man, 
and Tyrranus. At Level Four, the Hulk 
must battle The Brain, a biological com¬ 
puter for the Leader’s fortress, and of 
course the Leader himself is in the final 
level. Another superenemy, Abomination, 
shows up in each level. Even some of the 
mid-level enemies in later levels are tough 
for the Hulk to get past until the player 
can work out their behavior patterns and 
Hulk’s appropriate responses. 

The graphics are excellent. There are 
subtle differences in the Hulk in each of 
his energy stages, and the backgrounds are 
clear and highly detailed. The Title/ 
Selection Screen provides a multilevel 
3-D pan impression; play-screens only get 

effective. And there are neat little touches 
that add to the fun. For example, in the 
first level, an urban construction site, if 
our hero is in Hulk-Out his footsteps echo, 
and when he jumps the screen shakes and 
the girders clang. 

An option at the Start Screen leads to a 
selection for difficulty (Easy, Normal, and 
Arcade) and the chance to audit some 72 
sound effects and 17 mostly hard-driving 
musical themes (plus a “Music Off’ 
option). Among these is the only nod to 
the TV series in the game, the Game Over 
theme, a few phrases from the old show to 
strike up a memory. The toughest part 
about The Incredible Hulk is to stop 
playing. B+ (Ross Chamberlain) 














the Him of a ancons 


A unique fighting game or more of the "same old thing?" 


screen shows how much life the boss has 
left while a timer ticks away the minute or 

submission. Players who dispatch bosses 
in a timely ma iner get a Time Bonus. 

attacks, players can summon magic to 
smite their opponents. Just like in Golden 
Axe, the on-screen character pauses and 
gestures to the sky when magic is sum¬ 
moned. Unlike Golden Axe, where each 
character's magic looks different, KoD's 
magic takes the form of fire which erupts 
from the ground or lightning that comes 
from the sky. Summoning magic costs a 
lot of life points, so apparently, this stuff 
is not meant to be used when the player is 
trying to avoid losing a lot of life points, 
like, for instance, in the middle of combat. 


Electronic Barnes 
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I taught I taw a putty tat... I did! I did taw a putty tat! 



Looney Tunes characters are so popular 
that it is not surprising to discover another 
game which focuses on some members of 
the Looney Tunes ensemble of cartoon ani¬ 
mals and people. Sylvester & Tweety in 
Cagey Capers is particularly enjoyable. 
The whole point of each level is to guide 
Sylvester the cat to successfully catch the 
elusive, yellow-feathered Tweety bird. This 
game may be cathartic to an entire genera¬ 
tion of Warner Brothers cartoon fans 
because, just like Wile E. Coyote and the 
Road Runner, many people root for the 
underdog, or “undercat” in this case. 

Cagey Capers is a collection of levels that 
plays so much like a cartoon that a video¬ 
tape of someone playing the game is sure 

Cagey Capers takes place in a variety 
of levels that go from Granny’s house to a 
finale on the high seas. In each level, the 
goal is simple: help Sylvester catch 
Tweety, no matter what it takes. This is 



presenting the illusinn nf the renl thing. 


In order to catch Tweety, Sylvester n 
make a stack of crates, boxes, etc. to re 
the feathered smart-aleck, much like he 


does in the television cartoons. He also 
uses an assortment of objects (like a pogo 
stick or bone) to distract the enemies and 
reach certain places safely. In Cagey 
Capers, the player must put himself inside 
the brain of Sylvester and think up plans as 
sneaky as that frisky feline. 

The controls for Cagey Capers are pret¬ 
ty easy to learn. The direction pad moves 
Sylvestef around the screen. The C button 




makes him jump. The B button controls his 
attacks and any props he wants to use. The 
A button has a unique purpose as the spe¬ 
cial “Tweety Scope.” When players acti¬ 
vate the Tweety Scope, they can see where 
Tweety is on the screen in a special win¬ 
dow. This Scope is necessary because 
Tweety flits all over the place. The only 
other way to tell approximately where 
Tweety is on the screen is by his falling 
feathers. They indicate a general location 
of the airborne critter. When Sylvester 
finally comers Tweety, lights flash around 
him and Sylvester must grab him before he 
flies away again. Cagey Capers plays 
much like a cat-and-mouse chase, except 
that a cat and bird are involved. 

A variety of characters both attack and 
help Sylvester throughout the levels. 
Sylvester Jr. looks up to his dad and also 
looks up to Tweety on the screen. Players 
can watch him to find the bird. Sylvester 
must avoid Granny and her deadly broom, 


an use props that he finds in 
:o distract his opponents. For 
le umbrella lets him pass over 
the heads of the ene- 


ducts act as transporters 
and are quite useful to 

players learn destina- 

Those who think like 
a cartoon character will 
have the best luck in 
Cagey Capers. That’s 
the only way that they 
will ever use the right 

Cagey Capers really 
stands out against other 
games based on car¬ 
toons because the 
graphics and accompa¬ 
nying sounds are excel¬ 
lent. The scenery and characters are so 
detailed that players feel like they traly are 
controlling a cartoon. The animation is 
funny and full of those trademark Sylvester 
and Tweety moments. The soundtrack 
includes a host of goofy sounds, catchy 
music, and a number of sound bites from 
actual cartoons. The combination of these 
elements is a game that is as much fun to 
watch as it is to play. 

Sylvester and Tweety will forever quar¬ 
rel and chase each other around Granny’s 
house. Cagey Capers is as much a cele¬ 
bration of the lead characters’ antics as it is 
a challenging action game. The game is 
fun and entertaining, with one sequence 
even giving the size advantage to Tweety 
in an imaginative laboratory experiment. 
TecMagik did a great job of capturing the 
essence of Sylvester & Tweety cartoons and 
condensing it into a video game. Now if 
Sylvester could only figure out a way to 
steal Granny’s broom... B (Russ Ceccola) 




















You say you want a 16 -bit 


■ t takes a lot to start a revi 

■ and even more to make 
ful. After all, 

Koei'si 
Death, 

plus a few 
It's the 

America are fed 


Use your Fleets to gain 
control of the seas 


v Experience historical 


events as they happen 


the most damage on your British 
counterpart, Thomas Gage and his army 
of Red Coats. You can also take control 
of the seas with your fleet or dis¬ 
patch fire boats to wreak 
havoc on the British Navy. 
The smell of revolution 


Lead British or 
Revolutionary Divisions 
■%. Choose George 
Washington or Thomas 
GageasCommander- 
in-Chief 


Call on your advisor 
for words of wisdom 


Brief your forces on the next 
plan of action 

m 

GENESIS™ 


KOEI 


Available for Super NES, Sega Genesis, 
&IBM PC Compatibles 

KOEI Games are available for all systems in retail 
outlets nationwide! If you can't find the KOEI prod¬ 
uct you are lodtiny for, call us at (415) 348-0500. 
(9am to 5pm PST). 


KOEI Corporation, 1350 Bayshore Highway, Suite 540 







SUPER Bums 
TURK 

Across the Burning Sands as you Relive Desert Storm 


Super Battle Tank for the Game Gear 
is a loose recreation of 1991's Operation 
Desert Storm. It assumes a what-if scenario 
in which the Iraqi army stages a surprise 
offensive days or weeks after their appar¬ 
ent defeat. Caught with its pants down, 
Allied command is forced to send in veter¬ 
an tank commanders acting as individual 
units to quell the violation of the cease¬ 
fire. Like the versions that came before it, 
is dedicated to the brave men 



and women who fought in the Gulf war. 

The player commands an Abrams M1A1 
main battle tank, the world's premier tacti¬ 
cal assault platform, against an unnamed 
force (oblique references are made to "our 
previous adversary”) equipped with all the 
trappings of the Iraqi army. Scuds, T-72s, 
Hinds, all are here, waiting for the able 
tank commander to blow them up. 

The player battles these opponents 
through 10 missions that see the action go 



from the Iraqi desert to Kuwait City. The 
action takes place on a split screen, with a 
front view taking up the top half, and the 
instrument panel taking up the lower half. 
Out the front we see the terrain, with 
distant mountains in the background. 


Super Battle Tank 

Game Boy 

Although it suffers from some of the 
same problems that derailed it on the 

save-game feature, minimal sound) 
Super Battle Tank for the Game Boy 
is the more playable of the two. The 
Game Boy seems to display the digi¬ 
tized images better than the Game 
Gear’s color screen, where they 
appeared a bit blurred or distorted. The 
AI is a little smarter, the combat a hair 
more realistic. Travel across the ani¬ 
mated terrain is more convincing as 
well. The screen shifts slightly as the 
tank rumbles along, and the player can 
better imagine zipping across bumpy 

and, overall, this is the better of the 
two versions. 1+ (JWH) 


whatever weapon is currently selected. 

In the midst of battle, some of the ele¬ 
ments are largely useless. Gun elevation, 
for example, allows the player to determi 
how far away the tank’s gun will hit, but 
the enemy units zip around so fast that th 
only time the player can get a hit in is 
when the opponent is up close. The gun 
turret has limited range of mi 
and right. This could be of use 


The control panel displays the tank’s 
speed, fuel level, and remaining ammo. 
The Cockpit Computer Display indicates 
gun elevation, mission number, range to 
enemy (when present), and number of ene¬ 
mies remaining. The Tactical Radar Map 
shows where the enemy is once they come 
into firing range. 

Pressing the Start button displays the 
Long Range Radar map, giving an 
overview of the entire theater of opera¬ 
tions, showing the player’s location, and 
the location of enemy units and mine 
fields. The Weapons Status Indicator indi¬ 
cates which of the tanks’ weapons systems 
is operative and a bank of six Damage 
Indicator Lights rounds out the control 

There is more than enough information 
here for the player to find and engage the 
enemy, but to actually neutralize them (as 
the euphemism goes), players need to 
effectively use the firepower at their dis¬ 
posal. The B button cycles through the 
MlAl’s weapons: a 120mm cannon, 7.62 
mm machine gun and a (usually small) 
allotment of laser guided “fire and forget” 
missiles. Players receive a very limited 
supply of these because they are almost 
always a sure-kill shot. The A button fires 



und fire on the enemy in ynur sights. 


consisted of more than “move in close, 
take a shot at the player’s tank, veer to the 
right/left, and move away. Repeat until 
blown up.” 

The shallowness of the AI is not appar¬ 
ent until after a few plays, when combat 
becomes a rote job of finding the enemy on 
the long range radar map, wiping them out, 
and going on to the next stop. This would 
not be very bad save that there are no save 
game options. There are continues, but 
these can only be used in the same play 
session, so players who quit and come 
back are forced to start over again from 

When starting over, the missions are 
essentially the same each time around, with 
a little repositioning of enemy units. On 
the long range radar map the enemy units 
never move, and instead sit where they are, 
waiting for the player to come along and 
send them to Allah. 

Graphically, Super Battle Tank is unex¬ 
ceptional. Everything is colorful enough 
and satisfactorily rendered, but the anima¬ 
tion of enemy units falls short of the mark. 
They move more like targets in a shooting 
gallery than machines which supposedly 
have intelligent humans piloting them. 

With all the desert sand around, one might 
expect to see dust or debris kicked up in 
the air, but this war takes place in the 
mother of all clean rooms, where even heli¬ 
copter crashes don’t leave a mess. Sound? 
It’s there, and will tell the player when a 
shot is fired and how fast the tank moves 
Operation Desert Storm is history. With 
its predictable combat and workmanlike 
presentation. Super Battle Tank will soon 
be history as well. 1+ (John W. Hardin) 
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Get a handle on PAC-ATTACK, now on 
And hold on tight! 

Falling blocks, meddling ghosts 
and three game modes to 
keep you puzzled. 

Its a brain-busting, 
quick thinking 
challenge. 


The Game Creator 
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OPERRTIOR EUROPE: 
PRTH TO VICTORV 

Command the forces in WWII from 1939 to 1945 


cartridge club, as the only company that 
brings heavy-think strategy war games to 
the console set. Operation Europe: Path 
to Victory, 1939-4S is a massive recre¬ 
ation of the Western 


Kursk, July 5 to Sept. 5, 1943, one of the 
largest tank battles in history, features the 
Russian front. The Storming of Normandy, 
June 6 through Aug. 19, 1944, is the criti¬ 
cal D-Day assault by the Allies, and the 


The amount of detail, and the number of 
special features available to the game-com¬ 
mander, makes the simulation uncanny in 
the level of realism. The gamer issues 
operational orders for the Army, or com- 



I11EGRBITS: 8 
PL8VER5: 1-2 
LEUELS: 11/8 




July 5, 1942, details the bahlesfor Tobruk, 
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The Ultimate Blast*Fest! 
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Grind Stormer took the 
arcades by storm. • 

Now, it's going to blow 
you away on*your Genesis!; 

Fly a powerful spaceship against %| 
endless waves of al.ien tanks«nd m 
ships. Blast everything in sightsft 
you battle your way through 
action-packed levels of ever / 

• more deadly enemies. g 

This arcade'smasji hit ' M -f 
features incredible 
multi-layer scrolling ‘— 

backgrounds, f ^ 
spectacular- , 

graphics, 

animation and sounds. In other words,, 
it's a mind-blowing adrenaline rush 
of totally addicting fun! 
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U. ELEPHBUT 
FUGITIVE 

Be on the lookout for a large, blue runaway 


C. J. Elephant Fugitive for the Game 
Gear picks up on the adventures of a char¬ 
acter who first appeared in electronic 
games on the Commodore 64. 

This time out, C.J. (Columbus Jumbo) 



other obstacles that make life difficult for 
the average runaway elephant. 

The levels seem quite large and there is 
no single correct way to get through a 
level. There is no timer or time limit, so 
players are encouraged to explore and 
there are enough power-ups and bonuses 
to make a little exploration worthwhile. 





the game, but if they have any effect 
besides raising the player's point totals, 
the manual makes no mention of it. 

The Main Screen shows the action, with 
three little hearts in the 

indicating C.J.’s health. 
The number of bombs 
remaining is displayed in 
the upper right hand cor¬ 
ner. Every time C.J. loses 


is a young elephant who has been incar¬ 
cerated in an English zoo and must make 
his way out of England, across Europe, 
and back to his herd in Africa. 

Equipped with a peanut-firing trunk, an 
umbrella, and a supply of explosives, 
players guide C.J. on a side-scrolling, 
platform-jumping adventure through six 
zones, each with three areas, for a total of 
18 levels. The zones are: London, Paris, 
the Swiss Alps, Rome, Cairo, and Africa. 
Each area has its own hazards and ene¬ 
mies for C.J. and the player to overcome. 
C.J. has an endless supply of peanuts he 
can fire from his trunk, and his umbrella 
serves as a parachute when he is forced to 
leap from some precipitous point. 

The explosives are a little harder to 
explain. But hey, if a hedgehog can wear 
tennis shoes, elephants can carry explo¬ 
sives. C.J. carts about a limited supply of 
them, but with a little careful aiming they 
are effective against all the bad guys. 

In London, C.J. must contend with 
killer pigeons, sewer rats and yuppie busi¬ 
ness men from hell, while in France the 
opponents include frogs, giant snails, 
dogs, and gendarmes who bear a suspi¬ 
cious resemblance to a certain Italian 
plumber from Brooklyn. The other zones 
are designed much the same way, with 
(stereo)typical characters like pizza¬ 
tossing Mafiosi in Rome; yodeling maids 
and abominable snowmen in the Alps; 
mummies in Egypt; and cannibals and 
witch doctors in Africa. A boss lurks at 
the end of each area, blocking C.J.’s 
progress until it is defeated. Additional 
dangers include hissing steam lines, 
impassable spikes, bottomless pits, and 



Small Heart icons restore one point of 
C.J.'s health while the more rare large 
Heart heals all damage. Hearts can be 
found here and there and the occasional 
enemy will surrender one when taken out 
by peanut or explosives. Explosives come 
in a variety of packages, but all contain 
five bombs apiece. Explosives don't just 
lie around waiting to be picked up, but 
only appear when certain baddies are 
disposed of. Other colorful icons appear ir 



through to the end. 
Because the levels are 
non-linear, playing over from the begin¬ 
ning every time isn't as objectionable as it 
would be in a game that forced the player 
through the same scenery every time. 

The graphics will also help players 
from burning out on replay. Codemasters 
graphic artist Pete Ranson created a color¬ 
ful, detailed game that looks like no other. 
C.J. himself is distinctively drawn and at 
all times looks pretty much like a small, 
albeit blue, elephant. Each zone is unique 
from the others, with different color 
schemes and varied layouts. 

Commendably, there are no registration 
problems and the simple interface is easy 
to master. The sound, unfortunately, is 

ics, but since the game doesn't rely on 
audio cues, players can safely turn it down 
without losing too much. 

Overall. C.J.-Elephant Fugitive is a 
colorful, fun, little game that does not try 
to be anything other than what it aspires to 
be. In a world of ho-hum platform games, 
C.J. stands on his own. B- (John W. 
Hardin) 
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Fun 7T 
Games 

Be fun and creatiue the 
Tradewest way 

Producing games to entertain the 
younger set has long been a problem in 
the video game industry. Most cartridges 


that gamers aged four-to-eight obtain from 
older players are overly complex or 
require an attention to detail that children 
this age do not often possess. Then too, 
educationally-based cartridges haven’t 
always fulfilled their mission to entertain 
as well as educate. 

Tradewest has tackled and almost 
defeated this dilemma in Fun ‘N’ Games. 
There are four activity components, paint, 
music, style, and games, all designed for a 
younger child’s developmental age. The 
cart uses the standard SNES control pad 
as well as the SNES mouse. 

Paint provides a tool box, color, and 
pattern palettes, as well as the drawing 
area. The tool box contains the standard 
electronic art options: drawing tools, 
erasers, a copy-and-paste lasso, a spray 
paint can, and a filler paint can. There are 




also more kid-oriented selections, includ¬ 
ing 30 different coloring book pages, 
which can be saved to a VCR; jumbo and 


mini-size electronic rubber stamps, as well 
as an editor for personal touches and a 
screen sweeper, which offers kids 10 
amusing ways to clear the drawing board, 
from a UFO snatching up the artwork via 
a transporter beam to a tornado spinning it 
around until it is blown off the screen. 
Accessing the Jukebox lets budding 
Picassos or O’Keefes paint to familiar 

k for their 


The Jukebox plays 14 prewritten songs, 
from Happy Birthday to Old McDonald , 
and will also accept player composed 
songs. There are 15 different 
background rhythms that can be 
selected from the Groove Disk, 
and 14 animal and 14 “kid” 
sound effects can be added to 

The music segment offers 
multiple components, including 
playback controls, sound effects, 
music staff, and keyboard. The 
playback controls feature not 
only the standard cassette 
options: play, stop, rewind, and 
fast forward, but also return (a 

loop (plays the tune repeatedly). 
The adjustable speed ranges 
from turtle slow to rabbit fast, 
choose one of two ways to 
ith the Style section. In 
Stylin’ Stuff, Gloria Vanderbilt and 
Calvin Klein wanna-bes have a chance to 
dress models in a variety of fashions and 
hair styles. While essentially an electronic 
version of paper dolls, it eliminates the 
traditional card stock problems: the dolls 
and clothes don’t tear, crease, or 
disappear and the clothing stays 

The other Style experiment is 
Mix ‘n’ Match. Within this play- 
field, children can either match 

humans, animals, and monsters 
or create their own characters 
using the different parts. A long¬ 
time favorite of kids, the elec¬ 
tronic version is absolutely cap¬ 
tivating. The Style module cre¬ 
ations can be imported into Paint 
for coloring and altering. 

Two mini-games are also 


through a top-down maze, reminiscent of 
Pac-Man, with chunks of cheese replacing 
pellets. While collecting the cheese, the p- 
c must avoid the mouse trap and the pur¬ 
suing cats. If the p-c eats a bone, it trans¬ 
forms into a dog and chases the cats. 
Players start with three mice, but earn 




additional lives with every 250 points. 

The second game is Space Lazer. The 
gamer must defeat five levels of aliens 
before the ship’s energy runs out. The 
playfield has a radar and level indicator, a 
hit count, and an energy meter. Three 
weapons (an Energy Blaster, Atomic 
Lazer, and Ion Cannon) are available, and 
one may randomly cycle through the 
weapons. 

Fun ‘N’ Games graphics are stream¬ 
lined. Since this cart is slanted toward 
gamers in the four-to-eight range, the 
designers considered their audience’s 
tastes. Backgrounds have few visual dis¬ 
tractions, allowing the youngster’s con¬ 
centration to remain focused. Sprites are 
crisp and distinctive, permitting even the 
smallest gamer immediate visual recogni¬ 
tion. The icons are clear, sharp and intu¬ 
itive, perfect for kids who want indepen¬ 
dent play. 

The SNES has fantastic sound capabili¬ 
ties. Regrettably, the sound in Fun ‘N’ 
Games is the weakest aspect. The scores 
are bland, and some of the Jukebox tunes 
are not immediately recognizable. For this 
audience, tunes should be instantly identi¬ 
fiable. The sound effects are clever, but 
aren’t nearly as crisp as they should be. 

The ease of Fun ‘N’ Games will keep 
the younger players happy, and may even 
entice older family members into playing. 
Tradewest’s development team understood 
that children at this age do require chal¬ 
lenges, so the games have learning curves, 
but are not so difficult as to cause frustra¬ 
tion. One small frustration is the place¬ 
ment of the exit icon in the toolbox strip 
at the top of the screen. When gamers are 



experimenting with what each icon does, 
suddenly exiting to the main menu is 
annoying. 

There is a great void of entertaining 
games for younger players, and while Fun 
‘N’ Games by no means fills the empti¬ 
ness, it does represent an entertaining drop 
in the bucket. B (Laurie Yates) 
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Wrestling games, in many ways, served 
as the progenitors of the modem street 
fighting genre. For the first time, in games 
such as Pro Wrestling (Nintendo/NES) 
and American Technos’ WWF coin-ops, 
gamers could role play any of several dif¬ 
ferent fighters, each possessing different 
moves and attributes. It is only fitting, 
therefore, that Capcom, the company that 
created the prototype of the modern, one- 
on-one fight games, should attempt to 
dominate the wrestling genre with its 
massive, 24-Meg Saturday Night Slam 
Masters. 

Slam Masters players select from one 
of two match modes, Single or Team 
Battle Royal. Single Match Mode pits the 
player-character against the CPU in a tour¬ 
nament, in which the player-character vis¬ 
its seven geographic venues in order to 
challenge the other Slam Masters. Once the 
lower-level contenders have been defeated, 
Championship matches against Jumbo and 
Scorpion take place. The couch grappler 
can also challenge a friend in a single 
Player, vs.-Style Mode (is this beginning to 
sound strangely familiar by any chance?). 
According to CWA (Capcom Wrestling 
Association) rules, matches can only be 
won by pin, submission, or count out 
(wrestlers have 20 seconds to return to the 
squared circle). 

The Team Battle Royal matches two 
pairs of Slam Master teams. Game play 
can be cooperative or competitive. If a 
multi-player tap is used, then several play 
variations are available. 

moves: forward, diagonal forward, up, 
down, backward, and diagonal backward. 
Additionally, they can attack—either by 
punching or kicking—jump, run or pin. 

The wrestlers also have special attacks, and 
finishing moves, which Capcom calls 
Super Slam Techniques. 

Biff “The Rockin’ Russkie” Slamkovich 


uses the Sonic Fist and the Head Rocker. 
Gunloc “The Loose Cannon” also uses the 
Sonic Fist, but wipes his opponent out with 
the Gut Crush. The Great Oni’s special 
attack is the Cyclone Kick, with a Neck 
Wrecker finisher. Titanic Tim “The Battle 
Axe” applies a Titan Breaker, after weak¬ 
ening his opponent with a Tsunami attack. 

El Stingray powers up the Jalapeno 
Comet and the Atomic Diver, while Mike 
“The Uncivil Servant” Haggar energizes 
the Spinning Clothesline and the Spinning 
Piledriver. Alexander the Grater performs 
the Patty Cake Slap and the Tornado Toss. 
The last Slam Master, King Rasta “Mon” 
claims the Jungle Fever attack and the 
Dread Lock Drop. 

Jack and The Scorpion. Jack uses the 
Pancake Poison, followed by the Pancake 
Toss, and Scorpion proves his dominance 



Big time aut-nf-the-ring action in this 
game of tricks, maneuuers, and force. 


Graphically, Slam Masters has several 
eye popping displays. The ring entrances, 
with smoke bombs erupting and laser lights 
snaking through the darkness, are superb, 
and the arena scenes (complete with ring¬ 
side cameraperson) add ambience, while 
the wide variety of wrestlers offers a good 
selection of styles. But there is a down 
side. The ring entrances are identical for 
each wrestler, and, while each character 
has a “home territory,” (there’s that deja vu 
again!) the eight different arenas are identi¬ 
cal. There is no variation to eliminate the 

The spectrum of wrestlers is interesting, 
but Capcom may want to reconsider some 


of its depictions. The grappler seen in the 
game’s opening screen strongly resembles 
Terry “Hulk” Hogan, Grater is clearly 
Leon White, aka “Big Van Vader,” and 

Slam Master’s sound and music are the 

ponents. When the initial music kicks in, 
the user could be forgiven for believing 
that the home game, like the coin-op, 
employed the three-dimensional Q-Sound 
technology. The stereo soundtrack on this 
game is ear candy of the highest order. 

Unfortunately, the play system the 
designers chose is simply far too similar to 
Street Fighter II. Slam Masters chose to 
imitate instead of innovate, which is 



Euen though it looks like good wrestling, 

it ploys similar to oay fightiog game. 

always disappointing. One can never shake 
the feeling that they are simply playing a 
new version of SFII in three dimensions 
instead of two. Moreover, players will be 
required to spend the usual hours mastering 
the range of branching moves and 
maneuvers. 

There is also a dismaying lack of famil¬ 
iarity with pro wrestling. Wrestling fans 
are among the most devoted and knowl¬ 
edgeable members of the sports fan com¬ 
munity, regardless of its actual authentici¬ 
ty. Just about everyone who watches TV 

moves, so why insult their intelligence 
with condescending and meaningless mon¬ 
ickers like “Sonic Fist” and “Pancake 
Poison?” Also, the CPU acknowledges all 
pinfall wins as a “Suplex Pin.” There are, 

pins, and neither of them (the German 
suplex and the fisherman’s suplex) result in 
a direct pinning situation in this game. 

Electronic wrestling fans who like to use 
the ropes should be aware that they receive 
little use in this simulation. Also, a majori¬ 
ty of the “special” moves are not wrestling 
moves, but magical Street Fighter stuff. 

In short, the Saturday Night Slam 
Masters’ designers, instead of re-playing 
Street Fighter II, should have spent more 
Saturday nights viewing and absorbing 
wrestling. B (Laurie Yates) 










CATS have nine lives. 
Unfortunately, YOU have a DOG* 



SPUNKY is one dumb dog. And O'Town 

OR YOUR DOC'S HISTORY. ONLY YOU 


Strange and DANGEROUS place. Better get moving, 
ifely guide SPUNKY to the golden fire hydrant. 


He’s YOUR problem 
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Tempest 2000 (By Atari for the Jaguar) 
The classic arcade game gives the Jaguar a 
much-needed software boost. The vector 
graphic original had players patrol a 

led down into a vortex, from which a series 
of crystalline creatures swarmed constantly 
upward, where it was up to the player’s 
cannon to splat them before they reached 
the rim. In the T2000 Mode, the polygons 


Shitchin' (By Interplay for Genesis) This 
spiritual successor to the awesome Road 
Rash games is just as much fun—and just 
as wildly dangerous. The player roller- 
blades along a series of geographically- 
based roadways, periodically catching rides 
(aka, skitchin’) by grabbing onto an 
oncoming vehicle, then catapulting forward 
at even higher speeds. There are also ramps 
for extra points. Skitchin’ is a superb 
head-to-head game, fl 


Star Trek: The neat Generation: Future 
Past (By Spectrum-HoloByte for the SNES) 
This is an ambitious attempt to recreate the 
ambiance of the hit TV show. The player 
runs the game primarily from the bridge, 
where such Star Trek standbys as engineer¬ 
ing, transporter, and navigational systems 
are all yours to command. The graphics, 
animation, interface, design, and scripting 

components don’t quite jell sufficiently to 
merit classic status. B+ 

Rotko's modern Life (By Viacom for the 
SNES) Among Nicktoon’s newest cre¬ 
ations, Rocko is a perfect subject for video 
game translation. His world is visually dis¬ 
tinct (the houses and buildings resemble 
architectural herpes), and his next door 
neighbors are a pair of loutish, 


macrocephalic toads. The game involves 
our heroic wallaby Rocko, and his beloved 
dog Spunky, whom he must guide, in 
kinetic puzzle fashion, back home from the 

good. B+ 

mutant League Hotkey (By Electronic Arts 
for the Genesis) Well, it worked with foot¬ 
ball. Alas, this sad attempt to add monsters 

fastest team sport was misguided from the 
faceoff. There are various monsters on the 
scene, but the graphics are so indistinct it’s 
tough to see what they’re supposed to be. 
This jejune rip-off is a disgrace to EA 
Sports, which lent the hockey engine from 
the classic NHL ‘94 to this project. I- 


Time Tran (By Interplay for SNES) Based 
on the airheaded sci-fi show. Time Trax 
casts the player as Capt. Darien Lambert, a 
future cop who can stop for donuts 


combs the pest-ridden streets fe 


anywhere in history (he probably chooses 
in the Dark Ages) and whose special mis¬ 
sion is the capture of bad guy Mordicai 

Of course, this is a generic side-scroller 
with some vehicular sequences. If you 
don’t dig the TV show, don’t waste your 
time. [ 

Ruiden < Fly Atari for the Jaguar) Among 
the most popular arcade shoot-’em-ups of 
recent years, this vertically-scrolling (with 
limited side-scrolling) sci-fi mayhem 
maker perfectly captures the graphics of 
Fabtek’s arcade original. The only change 
from the arcade game is a vertical data 
window which appears on the right side of 
the screen. Otherwise, it is a remake, and a 
grand addition to the Jaguar library. B+ 

Thu Pirates of Dark Ulater (By SunSoft for 
the Genesis) Unlike the SNES version, 
which is essentially a Final Fight clone, 
the Genesis edition adds some lightweight 
RPG components that improve the game 

Gamers can roleplay any of the three 
main characters from the animated TV 
series by David Kirschner, with the tradi¬ 
tional mix of talents and skills. Very nice 
graphics, fluid game play, character inter¬ 
action, and other frills help this stand out. 
Innovative? No. Entertaining? Sure. B 
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Design your F-1 fantasy car to win the circuit 



Nigel Mansell’s World Championship 

represents the first foray of a veteran U.K. 
game design house into the U.S. PC mar¬ 
ket. Its premiere is supported by two other 
PC titles as well, Lotus, another driving 
simulation, and Zool, a ninja-type arcade 
game. If Gremlin Graphics sounds famil¬ 
iar, it is likely because they are a third 
party developer of video games. In fact, 
Nigel Mansell’s World Championship 


Racing first appeared in the U.S. for the 
SNES, published by Gametek. 

The focus of the game is the 1992 
Formula One Racing circuit, which was 
won by Mr. Mansell. Subsequently, he 

gained some international recognition by 
winning the first race he entered. The 
players’ challenge is to recreate that 
winning record by tuning the selected car 
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Use the option of modifying your air-foil 
to better handle the sharp Earners. 


to an optimum configuration for the track 
conditions of each race and simply out 

The car set up options allow the player 
to explore a number of configurations. 
Tires may be hard, soft, or wet. In reality, 
the former are the most durable over long 

traction as soft tires in the comers. Wet 
tires are necessary to keep the car under 
control when track conditions deteriorate 
due to rain. In the game, tires rarely have 
to be changed unless the player runs into 
something, and wet conditions seem to 
have little or no impact on traction. As 
such, the best option is to go for the extra 
cornering ability of soft tires and never 



To increase your chances of uiinning, pick 
your ouin gear ratio far optimum speed. 


Airfoils may be set to 10, 20, or 30 per¬ 
cent of deflection. The greater the deflec¬ 
tion, the easier it is to keep control of the 
car and take the comers at higher speeds, 
but the higher the drag as well. Higher 
drag means a lower top speed in the 
straight aways, which are the easiest 
places to overtake slower cars. 

The gearbox may be set low, mid, or 

erates better but has a lower top speed. At 
the high setting, the effect is just the 
opposite. In the mid-range setting, there is 
a balance between speed and acceleration 
that usually turns out to be the best option. 
On the whole, however, these choices are 
much less flexible and intriguing than the 
gearbox ratios used by Bill Elliot’s 



Nascar. Finally, the player has the option 
of manually shifting gears or allowing the 
program to do it for them. The former 
leads to optimum performance, the latter 
makes the game easier to play. 

After setting up the car, a qualifying lap 
allows the player to compete for pole 
position in the twelve car field. Qualifying 
well is more difficult than winning a race, 
however, so some players will probably 
skip this segment and simply start at the 
back of the pack each race. Once the race 


begins, the quality of the opposition is as 
vers, four are average and three are easy 
laps, at the normal difficulty setting, to 

The most positive aspects of the actual 
racing model are very fluid mouse control 
(keyboard and joystick are also support¬ 
ed), which is a rarity in racing simula¬ 
tions, and a fast frame rate which really 
conveys the feeling of speed. Further, 
players will find that it is more difficult to 
negotiate the comers at a mid-range speed 
than it is at higher speeds. This is due to 
the additional traction provided by the 
downward force of the airfoil. This real 
world effect is often lacking in Formula 
One modeling, so diehard race enthusiasts 
will appreciate its inclusion here. 
Unfortunately, there are some negatives as 



the player passes underneath one of the 
overhead signs. 

Programs like Indy Car Racing and 
Bill Elliot Nascar raised the minimum 
standards of racing simulations across the 
board. The PC audience has come to 
expect multiple viewpoints of the action 
that replicate the camera shots they see on 



listen to Digel's words of wisdom to 
better handle the rigors of rating. 


television. Further, deep in the heart of 
every fan, whether they care to admit it or 
not, is a primal desire to witness a spec¬ 
tacular crash. Nigel Mansell fails on both 
these points. The only view is out the 
cockpit and, if one runs into the wall, the 
car just stops. No spin outs, no tires flying 
into the spectator tents (ala Mario 
Andretti), no wreckage to avoid on the 
track, not even a little engine smoke. The 
lack of these features alone mars an other¬ 
wise solid racing simulation. B (Ed Dille) 
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puter generated graphic: 
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CD ROM-based interactive cinema effects 
you inside the heart-stopping action. 
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Not so alone ... and this time, he's combat ready! 
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Give Your Joystick 
a Thrill. 

n the early 21st century, staged fight¬ 
ing has become a lucrative profession for 
female hardbodies, with dozens of legal 
arenas in the city. But for the leanest, 
meanest warriors, the real money comes 
from the illegal bouts held outside 
the city. It’s the hottest day of the 
summer and you’re baking inside 
a dilapidated warehouse. You — 
and your opponent — wear the latest 
in MECHA armor. The best fighting 
armor in the world. 


This won’t be any picnic. With the 
intense heat and action, you’ll both end 
up in less than full body dress. 

It’s dream babes in heavy armor battling for 
prize money — action packed, arcade style 
fun for your PC. But be warned — with its 
intense violence and voluptuous women, 
Metal & Lace: Battle Of The Robo Babes is for 
mature audiences only. And not for the faint 
hearted. Available now at your nearest dealer or 
call 1-800-258-MEGA. Or write Megatech, 
P.O. Box 11333, Torrance, CA 90510. Visa, 
Mastercard, checks accepted. 


System requirements: 286-20 ot fester machine 
(386 recommended) with 640K RAM, hard disk, 
joystick recommended. Operating Sys.: MS DOS 
3.3 or above, Windows 3.1. Graphics compatible 
with VGA. Sound support: Sound Blaster, Sound 
Blaster Pro, Thunder Board, Pro Audio Spectrum , 
Adlib Gold and Speed Master. 


j of the respective owners 
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Frotd FaR, FaR auiay and long long ago comes a 
sroRy co savoR: a rale oF couRage, Romance, 
^soRceRy, evil deeds and malevolenr cuRses; a 
rale ro liFr rFie FieaRr and srRike ar rFie senses. 

youR kingdom Fias suFFeRed FiaRd ar rFie 
Fiands oF rFie Sorccrcr Saneue. bur ir is 20 
yeaRs since Fie and Fiis dRead casrle aieRe 
? sealed aiirFiin a magical FoRce 6y rFie courc 
ajizaRd oF youR FarFieR; rFie rFien king. 

Nolu, rFie dRagon RepResenring rFie evil mage 
is sriRRing and rFie spFieRe rFiar Fiolds Fiim is 
CRaeking open. TFie SoRceReR Fias Reatuakenedl 
youR quesr is cleaR: FigFir youR ajay ro rFie 
casrle and deFear Sanajel 
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^ 1-800-879-PLAY 















THE BLUE5 BROTHERS: 
JUKEBOH HBUEHTURE 


Jake and Elwood can't lose the blues in this nightmare 


















Alien Invasion 


At a software dealer near you or call (305) 591-5900 • (800) 468-7226 • BBS (305) 471-8962 (2400-14.4 Baud Rates) 
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World War II will always be remem¬ 
bered as the heyday of carrier-based air- 
power. Pending some very drastic changes 
in the world as we know it, we will never 

occurred between the U.S. and Imperial 
Japanese fleets in the Pacific Theater 
again. As such, games which depict these 
operations are longstanding favorites 
among wargamers and aviation enthusiasts 
alike. 


— 
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Carriers at War II (CAW2) represents 


dates back to the early days of 8-Bit com¬ 
puting. The most recent ancestor. Carriers 
at War (PC), was noteworthy for its skill 
rankings of individual pilots, strong com¬ 
puter-controlled opponents, and dogged 
adherence to the fog of war. This latter 
conclusion is most significant in that, his¬ 
torically, pilots returning to their carriers 
claimed considerably more success than 
they actually enjoyed. CAW2 respects this 

“true” picture of strike effectiveness until 


the scenario is over. 

CAW2 builds upon these strengths and 
extends the model to new heights. The 
eight scenarios explore some hypothetical 


a climactic fleet battle with the Japanese 
over the Philippines as early as 1936. Both 
sides have a lot of battleships and some 
earner support, but because the latter have 
bi-plane squadrons, they are most useful 
for spotting the enemy and setting up a 
surface engagement. 

British naval opposition to the Japanese 


[aTriers 
at War 2 


without further intervention. The time 
requirement necessary for performing such 
operations is maintained, however, and 
players can get caught with a deck full of 
heavily laden planes when an enemy air 
strike appears. When that happens, it is 


In which the Fog of War 
discloses its true value 

advance was a case of too little, too late. 
The Force Z, Java Sea, Trincomalle, and 
Port Darwin scenarios recreate the 
Japanese thrust into Southeast Asia, and 
the variants explore the possibilities of a 
more vigorous British response. Had 
Churchill kept his pre-war promises to 
defend Australia and the British protec¬ 
torates, could the Japanese advance have 
been slowed, or even stopped? The 
Japanese possess the advantage of larger 
carriers with more planes, but the British 
enjoy better flight deck and hanger armor, 
making each one of their ships harder to 

Operation Olympic explores the necessi- 

should the high command have decided not 
to drop the atomic bombs on Hiroshima 
and Nagasaki. In addition to these six 
scenarios, there are refined models of the 
battle at Leyte Gulf and the campaign for 
Okinawa. Played consecutively, these 
scenarios can keep players busy for 



When air combat occurs, the attacks of 


ally. The defensive results of CAP aircraft 
and AA battery fire are displayed under¬ 
neath each aircraft icon in the upper right 
comer of the display. Damaged aircraft do 
have a chance of returning to their bases or 
carriers for repair. The strike results are 
displayed via animations of the ship tar¬ 
gets. Though bomb hits and fires are visi¬ 
ble, the true extent of the damage remains 


c outright, adding suspense 
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micro-managing their flight decks through 
a simple menu system that allows them to 
select their targets and the squadrons which 
will participate in the strike. Once orders 
are complete, the planes will arm, fuel, 
launch, proceed to target, and recover 


CAW2’s maintenance of the fog of war 
and highly configurable scenarios keep 
player tension high during extensive 
replay, even after scenarios seem “famil¬ 
iar.” As such, its value cannot be equated 
to a price tag. B (Ed Dille) 


































The Locals 
Would Like 10 
Have VOu For 
Lunch. 


T he good news is you survived 
the plane crash. The bad news is 
you’re on the Isle of the Dead.. 
Now, as you search for survival' 
items and a vyay off the island, you 
face a horrifying assortment of flesh¬ 
eating zombies, hideous bats, blood¬ 
thirsty wolves and other unsavory 
locals. Can we help it if the press 
is calling it "gory,” “gruesome," 
"graphic" and "sickening?” 

You’ll traverse dense jungles, 
treacherous caves and explore the 
local village to uniock riddles that 
could aid your escape. And if you’re 
lucky, you may even rehabilitate a 
beautiful zombie babe. 

But don’t forget to keep an eye out 
behind you. Because on the Isle of 
the Dead, you're 


JsleOfThe 


See your dealer 
or call today! 


WARNING: This game depicts 
scenes of graphic violence. 


1 - 800 - 238-4277 


Merit Software 




13707 Gamma Road 

. compatible, 4MB RAM; DOS 5. 


214-385-2353 









i 

s 


ELEIflEIITS 

Look before you leap; that's 
the key to success! 


While 




toward increasingly media rich expe¬ 
riences with lots of sound and full-motion 
video, Villa Crespo’s Elements is a 
refreshing reminder that a simple, elegant 
design which engages the player’s intellect 
will always win out over a game which 
presumes that flashy exposition is a worthy 
substitute for game play. Elements proves 
itself highly addictive and packs a healthy 

gle floppy disk! Think of Elements as the 
chess player’s answer to Pac-Man. In 
Elements the player must move a spherical 
object, the “element,” through a series of 
one-screen mazes. Movement through the 
maze decreases the player’s energy level 
incrementally. A graph at the bottom of the 
screen shows the player his or her current 
energy level. The object is to collect a 
handful of different items which are lit¬ 
tered about the floor of every screen. 
Players who successfully complete a series 



level as well as a password so that they can 
skip to that level the next time they play. 
There are numerous levels to explore, each 
more fiendishly difficult to navigate than 
the one before it. The most important items 





from the gate to the next level and then run 
out of energy. The only solution in this 
case is to start over from the previous 
level. This cumulative aspect to the play¬ 
er’s performance really enhances the over¬ 
all game play and requires that the player 
stay alert. 

Other obstacles include directional 
“arrows” which act as one-way turnstiles 
which force the player to carefully analyze 


he graphics are more than acceptable 

)und effects and music are adequate, 
[owever, this is a gamer’s game, not a 

as enjoyed a puzzle game, Elements will 


Electronic Barnes 


























THE MORPHING GRAPHICS UTILITY 



"Morphing" is one of Hollywood's hottest 
special effects—you've seen it in movies, 
music videos, and TV commercials. The 
effect is mesmerizing, creating the 
smooth transition of one image, like the 
woman on top, to another, like the 
leopard on bottom. 


For IBM PCs and all true compatibles. 
Made in USA. 

Villa Crespo Software, Inc. 

1725 McGovern Street 
Highland Park, IL. 60035. 
Available at Software Sellers Everywhere! 
For more information, call 1 -708-433-0500 
or fax 1-708-433-1485. 
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THEmE: Rduentur 

HD SPACE: 6.5 meg 


PLRVERS: 1 
LEUEL5: 1 


An earth intelligence officer, code- 
named Widow Son, pilots into limitless 
space a strange interstellar alien ship which 
crash-lands over the Arctic on Earth. Here 

race who invites him to join the alliance in 
their fight against the Korak, a race of 
robots who seem bent on destroying all 
intelligent me in the galaxy. Widow must 
explore the galaxy, and trade with other 
races, in order to acquire sufficient equip- 

back the vast army of robot ships. 

Within the game, Widow, as a Nomad, 
travels a Universe of 64 sectors and 
approximately 128 unique star systems, 
exploring 11 races and 150 pilots and plan¬ 
et representatives to trade, communicate, 
and fight. Every action in the game has a 
consequence, and a history about Widow 
develops and precedes him wherever he 
goes. If Widow starts shooting at a mem¬ 
ber of one of the 11 races, other members 
of that race will hear about it, and will start 
shooting Widow. 

Widow is not the center of the universe 
for the individuals and races within the 
game, who talk to each other, often dis¬ 
agreeing, fighting, and trading on their 
own. Each encounter has been carefully 
scripted to take all possible events into 
account, resulting in 900 pages of conver- 


nomnn 

Travel into limitless space 
to trade goods for your life 

sations. The result is a believable and 
immensely enjoyable game system. 

Without a universal form of exchange or 
money, trading item for item, and informa¬ 
tion for information is the most effective 
way to solve the game, and to upgrade 
your ship’s weapons, engines, shields, and 
the like. Each individual has unique values 

race considers valuable, another race may 
components a very complex process. 



Options for exploring the Earth's surface 
can be accessed from control uiindouis. 


The visually unimpressive 320x200 256- 
color bit-map graphic screens are used for 
animated conversations, winning and los¬ 
ing sequences, and the universe, which 
overlays them with quick and responsive 
animated light-sourced polygon ships. 

Each race’s ship and individuals have a 




language recorded by professional Disney 

sensitive theme music, and digitized Foley 
and recorded sound effects. 

The voices of the aliens, actually human 
voices, are particularly infectious, sticking 
in the mind for hours. Each robot drone or 


voice and personality. The spy bot has a 
throaty, husky, female voice with a 

ology robot) has a distinguished, but flus¬ 
tered, dusty, academic tone. Just as Walt 
Disney felt that the seven dwarves were 
“little personalities dedicated to humor,” so 
are the characters of Nomad. 

The game has high replay value because 
of the choices and non-linear plot that 
encourage play as a trader or a fighter. 

choose to fight everyone in the game. 
Similar to a morality play, only you can 



In deep spate with a uiew of Earth, the 
llomad spntetraft trauels to aduenture. 


decide what route to take in the contest. 
The result of violence may be the elimina¬ 
tion of a character essential to the comple- 

The bad features—one save game, aver¬ 
age graphics without much detail, spotty 
sound effects, and a poor combat system— 
can not overshadow the subtle and com¬ 
plex personalities and relationships that 
make this game fun to play over and over. 
B (Al Giovetti) 
















THE ONLY THING MISSING 
DRIVE TO THE STADIUM. 



The most highly detailed ballparks ever to be created. 
Each park consists of 9 full screens. 

Season Replay, Strategy Sheet, Head to Head vs. 

Human & Computer, and True Modem Play with Chat Mode. 

Contains full rosters for all 1993 teams with over 40 
categories of batting stats and over 30 categories of pitching 
stats per player. 

1 Draft module with "Computer Draft" Option, Trade 
module, Team editor module and League Set Up module 
including the NEW 1994 Division Alignment. 




The sharpest detailed 
animation ever in a 
baseball simulation. 
Includes both 
Simulation and 
Arcade 
modes. 


orthgate Park • Suite 103 • Chattanooga, TN 37415 

1-800-937-7737 



























ULTimn VIII: 

paean 



Richard Garriott, in a recent talk, 
revealed that he’s “exceptionally 
pleased in the direction [Pagan] has 
moved from a cinematics standpoint.” 
He originally expected the pentagram 
to cause controversy, but commented: 
“I’m almost disappointed to say I’ve 
had no one misinterpret the cover.” 
Instead, he found that he always has “a 
completely different set of fears about 

like than what they eventually 


plaints were from the Ultima purists 
who disliked the interface. 

Garriott’s newest position at Origin 
is Vice President of Product Develop¬ 
ment. He will oversee the entire Origin 
product line. 

His next efforts will involve: 
Bio-Forge, a module for Pagan, 
Ultima IX, and his celebrated live- 
action adventure at his Austin estate on 
Halloween ‘94. 



team decided to incorporate a more realis¬ 
tic orthogonal view in which the Avatar 
would be able to perform all of the com¬ 
mon actions, as well as jumps, throws, and 
three-dimensional movement. The result is 
an interface that Ultima veterans will have 
to learn from scratch, but it works well and 
prepares the series for the more three- 
dimensional worlds of future games. 

The world of Pagan is an interesting set¬ 
ting for an Ultima game. The people there 
are polytheists and the Guardian wields 
absolute control through his followers and 
the elemental titans of Earth, Air, Fire, and 
Water. The people of Pagan could be con¬ 
sidered members of cults, but not evil 
cults. People may misinterpret the penta¬ 
gram symbology on the cover of the pack- 

used purely for its mythical connotations. 

In a poor paraphrase of a famous movie 
line: “Pay no attention to the [assumed] 
meaning behind the pentagram.” 

Pagan is cinematically the richest of the 
Ultimas. The bookend “mini-movies” and 
the plot of the game celebrate the available 
graphics and sound technologies now on 
modem computers. The new game per¬ 
spective allowed the artists to draw the 
scenery and characters with more detail. In 
this way, Pagan is the nicest-looking 
Ultima. The RPGs sound effects and music 
emphasize the action on the screen and 
make full use of today’s sound cards. An 
optional Speech Accessory Pack is well 
worth the investment for those players who 

Although fans had add-in disks for and a 
sequel to Ultima VII to keep them busy 
until Pagan’s release, this game has been a 
long time coming, both technologically and 
chronologically for the Ultima series. 
Detractors who complain that the new 
interface is too arcade-like won’t have to 
spend very much time with the game 
because the interface really expands the 
possibilities more than it limits them. 

Pagan is a monumental, and well executed 
effort from everyone at Origin, especially 
the series’ guiding force Garriott, and a 
challenging diversion until the series 
returns to Britannia for the cataclysmic 
conclusion to the Ultima VIIATII/IX tril¬ 
ogy and perhaps even to Britannia itself. 

B- (Russ Ceccola) 
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Choose Any Two Sierra Games 
FREE When You Switch to Sprint!* 


Sprint® long-distance service just 
became more valuable - up to $159.90** 
more! Now, when you switch your 
home long-distance service to Spript, 
you can select any Sierra game, free! 
After enjoying six months of high- 
quality long-distance, you may qualify 
for a second free Sierra game.*** 

Only Sprint can offer you a nation¬ 
wide 100% digital, fiber optic network 
that provides the long-distance quality 
and reliability you need. Experience for 
yourself Sprint's "fiber-optic" clarity 
that makes bo.th your long-distance calls 
and PC data transmissions crystal clear 
and virtually error free. 

Unsurpassed call and data clarity is 
just one of the many benefits you will 
enjoy .as a Sprint customer. 

The Most® A Unique Calling Plan 
Sprint offers an unprecedented long¬ 
distance calling plan called The Most 
available now for all customers. The 
Most will save Sprint Customers 20 
percent off already low rates on calls 
each month to whomever you talk to 


the most, including international 
calls-even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide an 
automatic 20 percent discount off all 
calls to Sprint's millions of dial 1 
customers, anytime and anywhere. 

When the person you talk to the 
most in a given month is a Sprint 
Customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 
number.**** 

Save on Long-Distance When 
You’re away from home too! 

Sprint's FONCARD™ lets you continue 
to take advantage of long-distance 
calling and savings even when you're 
away from home. The FONCARD is free, 
with cards available for every member 
of your family. 

The Service You Deserve 

At Sprint, we make no compromises 
when it comes to dependable, personal 
service - we do it all; operator services, 


directory assistance, customer service, 
even instant credit for wrong numbers. 
And we do it 24 hours a day! 

No Risk Guarantee 

Your satisfaction is guaranteed: we'll 
pick up the cost of switching your long 
distance to Sprint, and will even pay to 
switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 
you want while getting two Sierra 
games you enjoy? 



























s Want? 


What Do PC Jet jftcU 

/Hair-Raising Sorties _ 

/ Death Defying ManluVi 
Heroics f.-'j 


NEW PRODUCT 


The Mark II WCS= 
(Programmable Throttle 
Also Allows you to 
Program your Joystick) 



FCS (Joystick) 



RCS® (Rudder Pedals) 
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mmmmuv 

Intense, seat-of-the-pants, electronic movie magic! 


Alley. At a point where multimedia is 
being forced to reinvent itself (tiny 
Windows slide shows have now become 
the multimedia equivalent of watching 
train wrecks on film after D.W. Griffith 
gave us The Great Train Robbery), 
Tomcat Alley does a spectacular job of 
crafting seven parts illusion and three 
parts game play into a new type of inter¬ 
active experience that, should it happen to 
press your buttons, may well send you fly¬ 
ing into video game euphoria. 

Frankly, much of the game is a devi- 

so masterfully orchestrated that even when 
one is being gulled by an obvious pro¬ 
grammer’s trick, the tendency is to smile 
and play along. 

The game begins with a long, appropri¬ 
ately artsy cinematic credit sequence that 
looks like something from Cutter’s Way. 
Mars Lasar’s magnificent score builds ten¬ 
sion in the background while a car drives 
quickly across a desert landscape, sending 
up great plumes of dust as it moves 
against the shimmering landscape. The 
driver, a young stud type, then enters a 
disguised elevator and travels several sto¬ 
ries underground in order to hear the plot 
for us. Which is: there are bad guys out 
there in a bomber with some nasty chemi¬ 
cals. Waste ‘em—and anyone else who 
might have Bad Intentions. 

Throughout, the FMV is sensational, 
given that it is being generated on the 
Sega CD and not on MPEG2. Once the 
actual game kicks in, a second FMV cut 
scene runs, this one resembling a TV 
Navy recruiting ad. Guys are drawing on 
those glass walls and everybody looks 
flustered. So you hit the Start button and 
cut to the takeoff, a magnificently repro- 


Electronic gaming stands at the 

That’s not as dramatic as it sounds; as 
with any technology-driven media, inter¬ 
active entertainment frequently finds itself 
at serious nexus points. When moving pic¬ 
tures were first invented, people spent 
years gaping at films of onrushing loco¬ 
motives, or houses exploding. When the 
technology first arrives, its novelty is 
often sufficient to win it an audience. 

stereo hit the audio scene, the machines 
remained the province of young adult 



male tinkerers (Very Early Adopters) for 


er’s homes to listen to the incredible 
fidelity on the latest stereo sound effects 
albums. That’s right; entire albums devot¬ 
ed to explosions, motors running, and bee 
hives humming. Because, after all, it 
sounded so neat. 


The arrival of CD-ROM as a mass mar¬ 
ket storage device for a system as relative¬ 
ly primitive as the Genesis brought with it 
a similar technological cachet, with devel¬ 
opers at the point where the novelty is 
wearing thin. Fortunately, the gaming 
public is still in love with full-motion 
video. After years of refining the technol¬ 
ogy, Digital Pictures unleashed a near- 
masterpiece with the gritty Prize Fighter 
(Sega/Sega CD). Stargate Films, mean¬ 
while, under the direction of Sam 
Nicholson, has plucked a genuine master¬ 
piece out of the existing technology with 
the air combat video game movie Tomcat 



duced launch as part of a three-man 
squadron. Some perfunctory exchanges 
are made; the player must hit the Radio 
icon, then engage the target vector. If the 
player screws up, his peers say demeaning 
things and they force him or her to return 
to base and start over. 

Once bogies have been 


i targeted, the 














player selects one, and we once again 
view exterior footage of the gamer’s craft 
arching majestically as it heads off to face 
the enemy in an actual dogfight! 

Now it becomes essential at this point 
in the review to point out that at no time 
do players actually have control of their 
plane. They don’t set course, or steer it, or 
anything like that. They’re basically along 
for the ride. But when the bad guys show 
up on screen, the player must lock on tar¬ 
get and launch one of those extremely 
cool missiles, which we view, movie 
style, as it either sails past the intended 
target or blows it to fiberglass splinters. 



That’s what Tomcat Alley is, after all: 
a movie with intermittent video game 
input that places the gamer in a primary 
position within the plot structure. With 
success, the adventure continues, the play¬ 
er reveling in the cinematic excitement 
which movies have taught us is the 
essence of aerial warfare. 


Surely, not everyone will revel in this 
game. Simulation purists may deride it, 
perhaps even despise it. What they are 
looking for, after all, is a simulation of 
reality. What the mass audience wants, on 
the other hand, is the illusion, and visual 
nomenclature of movie reality. And 
Tomcat Alley does one masterful job of 
producing that illusion. The game boils 
down to a collection of Top Gun-style air 
combat snippets. Depending upon the 
player’s input, the game decides which 
sequence runs. If the player launches a 
missile, game logic must now select an 


from the wing of a plane. The missile hits! 
So the program chooses from among sev¬ 
eral spectacular air explosions to heighten 
the thrill of the combat experience to a 
searing pitch. 

Given all of that, this is still an amazing 
and compelling work. Tomcat Alley rein¬ 
vents the rules for cinematic gaming: keep 
the plot simple and the player largely out 
of the loop, except during especially dra¬ 
matic moments. It may be bogus, but 
Tomcat Alley is still a masterpiece. H 
(Bill Kunkel) 



Cinematic air combat games have 
been rarities in all arenas of electronic 
gaming, but the exceptions have often 
been most impressive. An early exam¬ 
ple of the genre was developed by 
Sydney Software in Dam Busters, 
based on the popular British WWII 
film from the ‘50s. The game, which 

64, revolved around a climactic night 
mission during which the allies had to 
blow up a strategic dam being held 
under Nazi control. 

Later, the appropriately-named 
Cinemaware published a computer 
game for several computer platforms 
called Wings. The game combined 
role-playing, with players signing up 

air corps. Unfortunately, the technolo- 

perfect circa WWI, and such niceties 
as parachutes and ejector seats had yet 


truly be said that all WWI air combat 
sims are cinematic to a certain degree, 
since biplanes are obviously the most 
romanticized weapon in the history of 
warfare. 


than a game with cinematic flourishes. 
Until now. 

Until Tomcat Alley. 

Welcome to the Next Level, indeed. 
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BED15: Guardian 
af the Fleet 


Command 18 naval missions from the '80s to now 



Aegis battle system. Once they feel 
confident in their ability to detect, track, 
and engage the various contacts they will 
encounter, they may proceed to one of the 


campaigns. Each campaign is unique, not 
only in terms of the enemies one will 
encounter or the geographic setting, but 
also in intensity and difficulty. The 
Falklands War is relatively easy to man¬ 
age, but the Black Sea will test the mettle 
of the most experienced combat veterans. 


The st 


re of thi 


Aegis: Guardian of the Fleet is, thus 
far, the top simulation of 1994. Further, 
there is nothing on the horizon which 
promises to come close to usurping that 
title. Aegis places players in the captain’s 
chair of the most sophisticated multi-threat 
weapons system in the world, the Aegis 
Class Cruiser. From this lofty vantage 
point, players will command their crew 
through every major naval action from 
1982 until the present day. For those who 
have not remained current on the conflicts 
of this period, this means participation in 
the Falklands War, Libya/ Tripoli opera¬ 
tions in 1986, Persian Gulf escort duty in 
1988, Operations Desert Shield/Storm in 
’90-’91, and some additional hypothetical 
scenarios in the Black and Adriatic Seas. 

Prospective commanding officers cut 
their teeth on 18 training missions, specifi¬ 
cally designed to introduce the various 
sensors and weapons that comprise the 


and campaigns is much more free form and 
real world than anything else on the mar¬ 
ket. This uniqueness stems from the 




s. To understand this 
aspect of the design, con¬ 
sider the following exam¬ 
ple. A given scenario 
may require the player to 
escort a group of mer¬ 
chants and protect them 
against any potential 
threats: surface, subsur¬ 
face, or air. About 15 

problem, the player may 
detect, and subsequently 
engage, a group of three 
strike aircraft. Following 
this, nothing more may 
happen for an hour or 
more (there is a system of 
time compression). At 
that point, contact is 


maybe another group of aircraft show up. 
While these threats are being engaged, a 
group of undetected surface raiders contin- 



fls the tuptuin of your own ship, you will 
hove to deal with the toll af battle. 


As in the real world, the player is never 
given any indication as to when the attacks 
are over. They must use their own judge¬ 
ment to make this determination. No 
matter what point the player decides to exit 
that scenario, as long as they have met 
their mission objectives, it will be recorded 
as a success. The catch, however, comes 
into play in subsequent missions. If the 
player neglected to deal with some of the 
threats of the prior mission, they will turn 
up again later on, usually at much closer 
range and in position to strike. This forces 
one to concentrate on defense and be 
almost completely reactive to the enemy’s 

If, on the other hand, the player had the 
foresight to deal with some of these long 
range threats in the earlier scenarios, the 
later scenarios become that much easier. 
The enemy order of battle is not reset from 
one mission to the next and, once a threat 
platform has been eliminated, it does not 
return from the dead at another point in the 



political ramifications of their actions, 
adhere to real world restrictive Rules of 
Engagement, and still play hardball in a 

more realistic, and true to the combat battle 
format, than any other military simulation 
available to private citizens or military per¬ 
sonnel alike. B (Ed Dille) 
























Witn Yourself. 

Get 15 hours of gut-stomping fun for less than $20. 

Kingdom of Drakkar 
MUDII 

Island of Kesmai 
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Adventure 
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Blackjack 
GameForaras 
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Plus, access te INTERNET and over 1000 topics on our boards. 
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[OnSPIRM 


Help the KGB solve a mystery as the walls fall hard 
























Outlaw Mad Dog McCree and his henchmen have taken over a 
wild west frontier town, locked the sheriff in his own jail, and kid¬ 
napped the mayor and his daughter. Sharp shooting is a must in 
this arcade classic where the player must save the town, rescue the 
mayor and his daughter, and triumph in a final showdown against 
Mad Dog himself. 




It’s the Rollicking '30s and someone has killed popular singer 
Johnny Rock in this action-packed gangster whodunit. The player 
will need to navigate the back streets, gaming halls, funeral parlors 
and the dirty sections of this city to get at the clues held by a num¬ 
ber of shady characters and solve this murder mystery. Bad guys 
with machine guns provide a high level of challenge. 



# SEGA CD 


PC CD-ROM 

IBM/Compatible 

Introducing the world’s first interactive live motion picture games, for CD 
home entertainment systems. Now available at your favorite retailer. 


3 DO 



■ laser games,™ 

LIVE MOTION PICTURE ACTION 














UMROCOSm 


Journey through the mind and body of a controlled 


In most sections of the game, players 
will control the action from a first-person 
perspective as they speed through the vein, 
:r of the particu- 
tel. They control a green aiming cur- 
opponents. A variety of 

(Axiom’s vehicles 
nt the player. 



Fantastic Voyage. In reality, the only plot 
element they share is the location of the 
game’s events—the organs and vascular 
system of the human body. Microcosm 
takes place in the 21st century, a time in 
which the leading corporations wield 
:r. Cybertech is such a 



order to destroy Gray M and stop A 
ill-gotten takeover. 

Microcosm is a pure action game from 
start to finish. The player must survive five 
levels of action that correspond to areas of 
Korsby’s body. These areas are: the 
cephalic vein, the femur bone, the superior 
vena cava, the carotid artery, 
and the brain. 

A variety of enemies and 
challenges await those who 
enter the fray. Each level uses 
one of three vehicles: a sub¬ 
mersible, a Hunter-Killer, or a 
pressure suit. The object of 
each level is to destroy as 
many nasty enemies as possi¬ 
ble during the journey with 


done to the vehicle’s shields 
and to the health of Korsby. 
Power-ups along the way 
make the job easier, but 
Microcosm is still a tough 
and challenging game. 


The forward movement will stop a few 
during each level so that the player 
can take on the enemies coming out of a 
heavily-guarded orifice or a heavy-duty 
device. It is fairly easy to control the lev¬ 
els’ vehicles with the joystick or keyboard, 
but players will find that the mouse works 
best because Psygnosis annoyingly 
reversed the vertical controls from most 

r up and “down” moves it 

The cinematic sequences and fluid 
graphics are excellent. The graphics are not 
choppy at all during the fast-paced, claus¬ 
trophobic journeys through the bone or tis¬ 
sues in each level. There are also stunning 
story segments between levels and at the 
game’s start and finish. The music and 
sound effects accompany the action per¬ 
fectly. Rick Wakeman of the rock band 
Yes contributed some of the game’s music. 
Microcosm utilizes the CD medium 
wonderfully. 

Microcosm is a solid action game with 
an interesting premise fully realized 
through the outstanding graphics and 
sounds. Despite the quirky joystick control, 
there is plenty of all-out action to captivate 
gamers. It was worth the wait to finally see 
this game out on the market. 

Those who want an additional incentive 
to pick up Microcosm should check out 
the limited edition package that includes a 
bonus CD of Psygnosis’s best game music 
and a Microcosm T-shirt. The package 
itself is a work of art. B (Russ Ceccola) 
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ME 

Spaceships and Dexter and 
Bork-Oh My! 



HD SPREE: (I/O 
PLOVERS: 1 
LEVELS: n/n 


Until it was recently revived from a 
technological iceberg. Space Ace (and its 
precursor. Dragon’s Lair) enjoyed one of 
the strongest reputations of any coin-op 
from the Golden Age ( l 78-‘84). Old timers 
still speak with awe and reverence about 
the fully-animated, interactive cartoon that 
was produced by combining a near-defunct 
arcade game manufacturer with a leg¬ 
endary rep (Cinematronics, which had pio¬ 
neered vector graphics in games like Star 
Castle) and an animator who once worked 
for Walt Disney [see sidebar]. 

The follow-up to Dragon’s Lair, it used 
the same engine, but the character anima¬ 
tions and backgrounds were even more 
visually stupefying to the pre-FMV players 
of the early ‘80s. Arcade operators used to 
drag out extra monitors, position the game 
near the front of the location, and mount 
the monitor atop the Space Ace machine. 
That was so passers-by could gape in won¬ 
derment at a hue, interactive cartoon, being 
generated via laserdisc, Philips’ new high 
quality playback device that was predicted 


by many to outsell the VCR (more people 
had record players than tape recorders at 
the time, after all). 

the price of the technology didn’t drop, 
making Space Ace one of the most expen¬ 
sive game around. Not only was the 
research and development incredibly time- 
consuming—the equivalent of producing 
approximately a one-hour animated pro¬ 
duction—but each machine had to house a 
piece of hardware that cost nearly a grand 

Then there was this other phenomenon 
occurring simultaneously: people were 
finally able to see beyond the novelty of 
high end animation and were coming to the 
painful conclusion that Space Ace just 
wasn’t very much fun to play. It was, in 
fact, far more amusing to watch one of the 
location’s few experts send Dexter through 
his paces for the entire story line on a sin¬ 
gle quarter. 

Needless to say, no more laserdisc 
games featuring animated game play 
appeared in arcades for nearly a decade. 



Uiciou5 animated monsters tame aliue in 
this colorful graphic scene in Space Dee. 


when games like Mad Dog McCree 

Traveler (where is the two-player sequel 
to that game?) revived the trend with supe- 



masterpiece and a fatally flawed game. 
Credited developer International Creative 
Digital Image has done an absolutely flaw¬ 
less job of replicating the original arcade 
game. Dexter—who gets periodically 
zapped by the Infanto-Ray, transforming 
him into a nerdish girlyman—faces off 
against the villainous Bork (who looks an 
awful lot like the Genie in Disney’s 
Aladdin , doesn’t he?) in hopes of saving 
the Universe, taking out the Infanto-Ray, 
and impressing the buxom Kimberly. 

Now here’s how the game works: Dexter 
is the player-character, but the window of 
opportunity in which the gamer can actual¬ 
ly “control” Dexter is both exceedingly 
brief and frequently without an alternative 
option. Let’s say Bork is about to obliterate 
the rock Dexter is standing on. An instant 
before this happens, a safe spot near Dexter 
will flash with light. The player must 

tional control device toward the flashing 
spot—and only that spot. 

If the move was executed in time, the 

again, no matter how much time we’ve 
already wasted learning simple sequential 
commands through a tedious process of 
trial and error. 

There’s another serious problem: this 
game’s most obvious audience—beyond 
nostalgic adults—should be small children, 
who will still be jazzed by the superb qual¬ 
ity of the cartoon work. Unfortunately, 
Space Ace is hard. Extremely hard; some¬ 
times almost impossible, and nothing, cer- 

So once again we come to the prime 
dilemma of this review: is Space Ace for 
the CD-i a good product or a bad product? 

The answer is simple: for those who 
remember the original fondly and would 
once again enjoy the thrill of seeing Don 
Bluth’s incredible animation on their home 
TVs, this product is an unqualified A+. 

Viewed exclusively as a game, however, 
without consideration to its place in the 
electronic gaming pantheon, it’s a gor¬ 
geous, well produced stinker. 

D (Bill Kunkel) 


nor game play and improved technology. 
Space Ace on the CD-i is both a 


The man most associated in the pub¬ 
lic mind with the Dragon’s Lair and 
Space Ace projects is Don Bluth. A 
former Disney animator, he led a group 
of the company’s best animators to cre¬ 
ate their own animation house. Bluth 
was extremely enthusiastic about the 
video games at the time of their 
release, believing that they would be 
an excellent way to supplement his 
studio’s income. 

Unfortunately, the projects didn’t 
work out, but Don Bluth returned to 
animated films and has had several 


major hits, including the very popular 
All Dogs Go to Heaven. 

retelling of the fairy tale, Thumbelina, 
the story of a girl the size of a man’s 
thumb. Bluth is well respected in the 

of the few auteurs who can still get 
major animation projects funded. 

Will he ever return to the world of 
animated video games? EG Predicts: 
with the advances made in this technol¬ 
ogy, expect Bluth to become involved 
in a project within the next 18 months. 
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MISTED: THE 
EHTHE 5H0UJ 

A seriously twisted and bizarre game for the 3D0 



Twisted: The Came Show for the 3DO 
sends up the conventions of game shows 
in a surreal, farcical game for two to four 
players. 

Gamers take the role of one of six 
bizarre characters, from Major Steele, the 
military fitness guru (star of the War 
Crimes Workout) to Humble Howard 
Humbert, self appointed financial planner 
to the Almighty. There’s also 
Wormington, host of The Junk Yard 


The goal of the game is to ascend to the 
top of the Helix, where escape from TV- 
land to reality awaits. Players move up the 
90-step Helix by rolling the Cyber-Die 
and moving that number of steps to the 
appointed square. Each square produces a 
different effect. Some, like the Bozo 
Square, force the player to skip a turn 
while others, like the Bonus Square, give 
the player an extra roll of the dice. 
Landing on the Wheel of Torture accesses 
a sub-game where the player’s character is 
strapped to a spinning wheel. To free the 
character, gamers must line up three 
objects spinning at different speeds and 
directions on the outside of the wheel. 


>n type is 



Them 

Challenge Square. Landing here takes the 
player to the Challenge matrix. Nine dif¬ 
ferent monitors display a variety of sub¬ 
games and effects. One of the other play¬ 
ers secretly chooses A, 

part of the matrix. The 
active player then choos¬ 
es A, B, or C on the hor¬ 
izontal portion. This 
ensures that none of the 
players will know exact¬ 
ly which subgame or 
effect the player will 

The subgames range 
from visual puzzles like 
Departure Lounge, 
where the player is 


Shopping Network, and his dog Otis. 
Uncle Fez, commercial icon and goodwill 
ambassador, is the most outlandish, not 
being human. He is instead a giant Pez ... 
er, Fez dispenser, who wears a fez and 
speaks with a slight accent. 

Our hosts are Twink Fizzdale and his 
lovely assistant who never says a word but 
does mock the characters and laugh at 
them when they fail. Always a lovely 
characteristic in a game show assistant. 
There’s also the obligatory cheesy 
announcer, who announces everything in 


>n multiple sub¬ 
jects, to tests of hand- 
eye coordination like Zapper, where the 
player watches a bank of TVs and must 
zap the commercials that keep rearing 
their heads on the monitors. There are a 
couple of Concentration-type games 
where the player must match different 
pictures or sounds. 

The effects include Roll-Agains, 
Switcheroos (two players trade places on 
the Helix) and Bombs which explode and 
force the player to lose a turn. 

Five levels of difficulty keep players on 
their toes. What’s different here is that 
each player can choose their own level of 


difficulty, so that the whole family can 
play without anyone feeling left out. The 
difficulty of the puzzles and questions 
changes as the player gets better. Ace one 
puzzle and the next in that series will be 
harder; blow it and next time it’s easier. 

Twisted can be played by a solo gamer, 
but it’s not recommended since one player 
has to control two characters, and it gets 
monotonous. It shines best in multiplay. 

The graphic presentation has to be seen 

Control crossed with Max Headroom and 



UJduj! Tuiisted tomes with everything; 
even this commercial for used cars. 


one begins to get a grasp of the wild 
atmosphere. Everything in the studio is in 
bright, primary colors, except the audi¬ 
ence, which is shown in old black and 
white film clips. Film clips from old 
movies and digitized color photos are used 
liberally in the game, as puzzles and for 
entertainment. When a player pulls a 
Bomb off the Challenge Matrix, there is 
some great footage of nuclear explosions 
and the like. Twink commiserates with the 
Bombed player, saying, “Ooh, that’s gotta 
hurt,” or something less sympathetic. 

The action pauses occasionally for a 
couple of brief commercials. These are 
low budget commercials from hell that 
spoof everything from overzealous used 
car salesmen to toothpaste commercials 
(“It’s a great tasting toothpaste and shoe 
polish in one!”). 

Twisted does have its flaws. The acting 
is, for the most part, amateurish, there are 
too many Challenge squares and too few 
surprises on the Helix, and not enough 
variation in the digitized announcer’s spiel 
when announcing what kind of square a 
player has landed on. Twink’s voice is 
often hard to hear over the noise of the 
crowd. The game doesn’t have a lot of 
legs; it’s not made for long hours of 
intensive play. 

It is, however, an ideal party game, fun 
when a few people want to get together 
and have a little friendly, sincerely screw¬ 
ball, competition. 

Here’s hoping Twisted goes into 
sequels. B- John W. Hardin 


7/0 










THE 

HORDE 

An exciting medieval Jam 
on CD... without the fish 

When Chauncy, the serving boy, per¬ 
formed the Heimlich maneuver on the 



grateful that he’d knight Chauncy on the 
spot, hand over his royal sword 
Grimthwacker, and deed Chauncy huge 
tracts of land. Normally, Chauncy would 
have been delighted to become a land 
baron. Unfortunately, these days, owning 
land also means fighting off the horde. 

In Crystal Dynamics’ new multimedia 
strategy/action game, The Horde, the 
player guides Chauncy as he does his 
sword-thwacking best to defend his lands 
against ravenous beasts. The horde 
devours everything in its path, including 
gardens, cows, huts, and even villagers. 

To make matters worse, the Evil High 
Chancellor is doing his damdest to make 
life as difficult as possible for Chauncy. 

The Horde is a perfect balance of strat¬ 
egy and action. In the first part of a turn, 
the player buys equipment from his tool¬ 
box to improve his lands and to set up 
traps for the horde. At first, the toolbox 
contains only a few items. These include a 
shovel to create cultivatable land, spiked 
pits to kill hordlings who fall into them, 
fences for holding off the ravenous 
enemy, trees for creating forested lands, 
and cows for generating greater income. 

As the game progresses, the player adds 
more powerful items to the toolbox. 
Besides Grimthwacker, other weapons or 
power-ups available include a flame 
thrower for charring hordlings, a ring of 
teleportation for fast travel, haunches of 
meat that attract the horde toward the 
player’s traps, bombs that explode when 
touched, and more. 

As the player prepares for the coming 
horde attack, the villagers plant crops and 
build new huts, expanding Chauncy’s 


It wasn’t too long ago that the 
biggest star one could expect to find 
in a computer game was Larry Laffer. 
Now, game designers call upon 
Hollywood more and more to supply 
the personalities that populate today’s 
multimedia computer games. 

In The Horde, Kirk Cameron of the 
television show Growing Pains plays 
the main character, a serving boy 
named Chauncy. According to 
Cameron, “Crystal Dynamics has 
given me the chance to jump in and be 


one of the trailblazers in the new 

Cameron continues, “I really liked the 
story line of The Horde because it's a 
funny game about courage, frenzied 
action, and strategy.” 

The Horde, whose video sequences 
were produced by Emmy Award-win¬ 
ner Mackenzie Waggaman, also stars 
Michael Gregory ( Total Recall, 
RoboCop, and The Lawnmower Man) 
and Michael McCarty ( Sisters and 
Quantum Leap.) 



Expect graphically striking shots like this 
illuminated parlor scene in The Horde. 

All in all. The Horde is, not only 
original but a smooth mix of strategy and 
action that is bound to successfully please 
most any computer game enthusiast. B 
(Clayton Walnum) 
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Lethal Enforcers 


A a- B B- 

- C C - 

A- A- A A 

D F B- C+ 

B- B- D 

- B - B 

A- A A+ A+ 

A A- A B+ 

B B B D+ 

B+ B+ A- B+ 

A- A B+ B+ 

A- B C B+ 

B B B+ - 

A A A B+ 

A A B* B- 

C+ F B- 

A- A- C+ - 

A A- B+ B+ 


Mad Dog McCree ipci B B- B B- 

Man Enough D D F C+ 

Metal Masters - C C 
Micorcosm B+ B B- A- 

Myst B+ B+ A+ A+ 

Night Trap n B+ B B C+ 

Prize Fighter A B B B- 

Pyramid Patrol B+ B- - 

Return to Zork B+ A A A+ 

Rise of the Dragon - B B+ B+ 

7th Guest icon A- A A- B- 

7th Guest ipci A- A- A B- 

SonioCD _A B+ A - 

Star Trek EStti An. Ed. B+ A B+ A+ 

Stellar 7: Dfaxmi's Revenge A- B A A 

Tony LaRussa B. Ball A A B+ A- 

Total Eclipse 8+ B B 

Vogue 3 B+ B B* 

World of Xeen B+ A+ C- A 

WWF: Rage i. the Cage B- C B+ B- 



Soue the uinrld ond maybe even the uihole 
uniuerse in Totol Ellipse by Crystal Dynamics. 


I.I.T.V. 2000 (by Aditus for PC CD-ROM) 

Is it a game, or is it a travelogue? 
Whichever it is, it’s pretty feeble. A drug 
dealer is busted at JFK, and people start 
dying in London (is this unusual?), so 
player-character Jon Daring is employed 
by the Brits to crack the case.The over 
ambitious story line is presented in a for¬ 
mat clearly inspired by Icom, but the clum¬ 
sy interface sinks any chance that this 
James Bond story line has of staying 
afloat. 1+ 


Comanche: maximum Ouerhill (by 

Novalogic for PC CD-ROM) The hottest 
visuals around were the driving force 
behind the success of the original version 
of this program over a year ago, and 
Novalogic’s revolutionary 3-D Voxel 
Space technology still blows the doors off 
every other polygon-based flight sim. This 
new CD edition offers ten complete cam¬ 
paigns, translating into literally hundreds 
of hours of play value. 

So take command of that RAH-66 and 
fly, cowboy! B+ 



Comanche maximum Ouerhill praued ta be 
one of the hottest flight sims around. 


Escape tram monster manor (by 

Electronic Arts for 3DO) A Wolfenstein 
3-D style first-person dungeon crawl for 
the 3D0. It won’t win awards for originali¬ 
ty or execution—Doom and Terminator 
Rampage did it much better on PC-CD, 
but the 3D0 needed a Wolfenstein-style 
shooter and here it is. 

As for the graphics, they’re impressive 
enough, but not the state of the art eye 
candy the 3D0 folks promised. Even for a 
scroll through a maze full of monsters, this 
is pedestrian. B- 

lent Norse-based role-player that sets the 
player on a quest to retrieve Odin’s sword, 
Frey’s spear, and Thor’s hammer, which 
were stolen by Loki during the little diver¬ 
sion known as Ragnarok. Up to five char¬ 
acters can comprise the parties led by 
eponymous p-c Heimdall. 

The RPG interface is easy. The graphics 


are state of the art for the Sega CD. fl- 
Star Trek: 25th Bnniuersary ID (by 

Interplay for PC CD-ROM) A nice multi- 
media tweak-up of a game that already 
boasted a logical (what else?) game sys¬ 
tem, exciting, if somewhat clunky, outer 
space combat, and missions that kept faith 
with the vision of the original series. 

Major Value-Added Attraction: the voic¬ 
es for this CD edition were actually provid- 



Star Trek 25th Rnniuersary by Interplay 
does well in the graphics department. 


ed by the ST cast! Imagine, all that 
technology to bring us the hyperactive 
thespianism of William Shatner, the wood¬ 
en underplaying of Leonard Nimoy, and a 
collection of the worst ethnic accents in the 
entire galaxy. Fascinating, fl 

Critical Path (by Media Vision for PC CD- 
ROM) Another mediocre movie mas¬ 
querading as a game. Critical Path may 
set an new record for least play value per 
dollar—average gamers have been running 
through it in well under an hour, with no 
replay value whatsoever. 

On the plus side, the production values 
are decent, and a clever twist was devel¬ 
oped to (guess what?) keep the player in 
the game—but out of the direct action. 

Plea to the industry: will somebody please 
stop selling game development kits to bad 
filmmakers? ( 

Total Eclipse by Crystal Dynamics for 
3D0) A interstellar space adventure and a 
hot-looking 3D0 sci-fi shooter with five 
save-the-world missions. Pilot a FireWing 
combat craft through narrow canyons while 
facing the massive firepower of an alien 
race that makes Nazi Germany look like 
wallflowers at a mind-numbing junior high 
school dance. 

The real attractions in this no-holds- 
barred space adventure, of course, are the 
retina-rocking graphics and the intense 
arcade-style action. The cut scenes and 
special effects alone are worth the price of 
admission to say the least. Total Eclipse 
finally begins to show what Crystal 
Dynamics, and the much heralded 3D0 
system, can do. B-i- 
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AND RECEIVE 12 INCREDIBLE ISSUES & Q-LETTER! 


Each big full-color issue of EGM is 
packed with In-Your-Face information 
and exclusive coverage of the hottest 
video game action you can find. 
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EGM is the only mag loaded with 
special pull-out strategy guides, killer 
maps and super secrets that will send 
your scores soaring! 




You find all this and more only in the 
Biggest and Best video game maga¬ 
zine! Be the first to get every action- 
packed page delivered to your door by 
subscribing today! 
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ORIHOE VIDEO! 

Unmercifully drained of its life blood and secrets by game wizards! 


by Jay Carter 

Given the event, one might have 
expected a celebratory mood or at least a 
ray of cautious optimism. But to the 
trained eye, there was a noticeable pallor 
underlying the proceedings—real concern 
about short-term survival, let alone future 
prosperity. 

The occasion was the annual spring 
coin-op industry trade show which took 
place at the Rosemont Convention Center 
just outside of Chicago on March 17-19. 

ACME 94 (American Coin Machine 
Exposition) had all the trimmings for suc¬ 
cess, but just as Julius Caesar had his 
Brutus and Christ his Judas, so too does 
coin-op video have its betrayer. 
Unfortunately, it’s the player and the 
bloodlust of most of the game magazines 
to be there first with all the secret moves 
of the top machines. Each and every 
month irrevocable damage is being inflict¬ 
ed, leaving some very concerned individu¬ 
als within the coin-op business to question 


what, if anything, can be done. 

The scenario is simple to describe; it’s 
impact is a bit more difficult. Video game 
designers, programmers, graphic artists, 
f/x engineers all pour their heart and soul 
into a project that might take anywhere 
from nine months to a year and a half of 
their lives to bring from initial conception 
to ultimate completion. Within that 
process they will endeavor to build in as 
much entertainment value as they can in 
the hope that the game playing experience 
will be enjoyable, challenging and, ideal¬ 
ly, something that will endure over a long 
period of time. 

Location owners and operators (those 
who ‘run’ the machines at various loca¬ 
tions in partnership with the site business¬ 
men) will attempt to evaluate each and 
every new model and make their invest¬ 
ment decisions based on a number of fun¬ 
damental factors including cost of the 
equipment and whether it’s affordable in 
its standard cabinet design or as a conver¬ 


sion kit; forecasted rate of return based 
upon flow of traffic (available players) 
and the amount of income typically gener¬ 
ated at the location, and overall product 

However, the bottom line remains the 
bottom line, and that is money in the cash- 
box since these businessmen have families 
to raise, employees that need to be paid 
just like at any other retail establishment. 
And one principle that has always ruled 
for coin-op and especially video games, 
has been a concept called the Teaming 

This theory subscribes to the notion that 
if the game designers have done their part 
by enriching the action and story line on 
screen and have even hidden a few things 
into game play, that the players them¬ 
selves will take the time and spend the 
money necessary to Team’ the game; and 
that this process can, hopefully, take some 
weeks or even months to be realized 
before earnings plateau and flatten out. 
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ward for playing 
imes and that everyone 
more interested in just 
ing through the 

of ‘playing’? 



future games. And the 

cycle replenishes itself each and every 

time a new game is introduced at the loca- 


DAMAGE 

ffiSSI 


Now, suddenly, because it has been 
such an important element in the entire 
area of home game software, video arcade 
games are coming under the same scrutiny 
and dissection as home video games 
almost instantaneous with their release 
into the marketplace; effectively destroy¬ 
ing any of the important ‘learning curve.’ 
The result is that although the game may 
be immensely popular and played non¬ 
stop, it still isn’t bringing in the anticipat¬ 
ed revenue because players know all the 

they put into the slot. 

The businessman is left wondering what 
he/she can do to stay in business and pay 
the bills. Players don’t mind bringing in 
their ‘crib sheets’ or revealing secrets 
because they get to play longer without 
spending more. The clash has escalated to 
a critical level where the future of coin-op 
video as we know it is in serious doubt. 

After all, if you’re the game designer 
and you’ve taken months of diligent care 
to craft some wonderful surprises and fea¬ 
tures, you don’t think they will be discov¬ 
ered for many months. If they are 
unearthed in a matter of days or weeks, 
what is the incentive to labor as exhaus¬ 
tively the next time around? If you’re the 
operator hoping that game players will 
spend the money to learn the machine, 
and this process is cut short, what is the 
incentive to continue purchasing the latest 
and greatest? And, most importantly, have 
players become so conditioned that the 
quest of discovery is no longer sufficient 


For home video games, the premise is 
different because it is a single purchase 
and once you have a cartridge or disk in 
the privacy of your home, you might want 
to have all the secret passwords and 
power-ups. But coin-op video is diametri¬ 
cally opposed to this concept because you 
are really ‘purchasing’ the game each and 
every time you insert your coins. 

And now there are a number of people 
involved directly in the coin-op business 
who are beginning to express that this 
instant flow and revelation of information 
is hurting video game collections as well 
as video game development. 

Electronic Games has taken the position 
of not editorializing secret moves, etc. and 
its top editorial people, who have been 
around this business for well over 20 
years, have a different sensibility and phi¬ 
losophy of what you the game 
player/reader is really interested in. The 
other game magazines, however, have 
taken a different view as evidenced by 
their coverage of games. Something, 
admittedly, has to give if we want coin-op 
video to prosper and endure. 

This writer is convinced, based on con¬ 
versations with many industry notables, 
that something is going to have to change, 
but the ultimate verdict is yet to be played 
out. What do you think about the prob¬ 
lems and what solutions do you have? 
Share them with us here and, maybe, you 
the readers/game players can come up 

Meanwhile back to the business at 
hand, and despite the apparent doom and 
gloom of this lengthy preamble, the coin¬ 
op industry did manage to unveil some 


remarkable new equipment that will be 
hitting the streets in the next few months, 
as well as pass along awards to-the suc¬ 
cesses of 1993. In regard to the latter, 
Williams Bally/Midway took honors as 
the Top Manufacturer of the Year for the 
second year in a row. And with good rea¬ 
son, having swept the major game cate¬ 
gories. Leading the way with the Best 
Video Game of The Year was NBA Jam; 
Best Conversion Kit was Mortal Kombat 
and for the second year in a row, the Best 
Pinball of the Year was The Addams 
Family. 

As for the major attractions at the show 
which caught everyone’s attention and 
gave some hope for the future, Sega’s 
Daytona USA had long lines waiting to 
take a test drive in this 3-D, CG race 
simulator with a 50” monitor in its deluxe 
sit-down configuration. 

For fans of gun games, there were a trio 
of shoot-‘em-ups that stood apart from the 
crowd, led by Midway’s Revolution-X 
featuring Aerosmith not just for musical 
accompaniment and backdrop, but also as 
integral characters (digitized in the com¬ 
pany’s studios) in actual game play. Also, 
Konami has taken Lethal Enforcers back 
to the Old West in an all-new Gun 
Fighters edition that’s quick on the draw; 
and Taito’s Under Fire brought a more 
contemporary battle plan for their two- 
player shooter. 



flErosmith-featured for their musit and 
as tharatters in midtuav's Reuolution H. 


Strata’s Blood Storm hopes to give 
Mortal Kombat and MK II a run for 
their money and on the lighter side 
Romstar surprised many with their Goofy 
Hoops novelty basketball game. If it’s in 
the cards. Dynamo stacked the deck to the 
delight of many with Solitaire Challenge. 
And pinball showed no threat of decline 
thanks to Bally’s World Cup Soccer and 
the latest Gottlieb pinball from Premier 
Technology called Rescue 911 featuring a 
mini flying helicopter above the playfield. 

All this and much more next time and 
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Every parent shares the same horror: the 
fear that their own child could become one 
of America’s lost children. The National 
Center for Missing & Exploited Children 
cooperated in the production of a very spe¬ 
cial software adventure, T.J. Finds A 
Friend (Media Resources/IBM CD) and 20 
percent of the profits from its sale are 
donated to NCMEC. The goal of the pro¬ 
gram is to teach children and their families 
good, common sense safety lessons about 
everyday life, and specifically about 

TJ. and his friends, attractively illustrat¬ 
ed in comic-book-style graphics, move 
through the adventure, accompanied by 
music and sound effects, and learn a num¬ 
ber of safety lessons. The characters even¬ 
tually recognize a missing child, and help 
get the child returned home safely. 

Numerous play options make the pro¬ 
gram accessible for all ages. The child can 
see and hear the story, or see the story with 
the interactive sequences intact, or play 
just the Interactive Mode. There is an 
unusual storyboard option, which shows 
the scenes in thumbnail sketches. Also 
included is a mini-encyclopedia with facts 
about every topic and object from each 
le of the game. 


TuneLand Starring Howie Mandel 

(7th Level/ Windows CD ROM) is such a 
bright and cheerful program that it’s irre¬ 
sistible for almost everyone. It takes the 
child on a trip to Old MacDonald’s Farm 
to meet a host of characters and sing over 
40 children’s tunes. It’s a point-and-click 


3-12) and adults. It’s a most unusual edu¬ 
cational simulation that puts the player into 
deep water, in Australia’s Great Barrier 
Reef. There players fight for survival as 
part of the food chain, as they role play 
either a real fish or design undersea crea¬ 
tures with specialized abilities. All factors 
have to be balanced, just as in nature, 
between speed, endurance, and size. 

The graphics are very beautiful. The 
coral reef is inhabited by exotic species 
that struggle to stay alive, as the game 
enthusiast makes split-second decisions 
about what is safe, where to hide from 
predators, and how to identify friends. 


"...players fight for survival as part of the 
food chain, as they role play either a real 
fish or design undersea creatures with 
specialized abilities." 


extravaganza that produces hours of enter¬ 
tainment. Some clicks produce well car¬ 
tooned gags; others unveil handsome ani¬ 
mations, and others start a tune. The barn¬ 
yard acts as the Illustrated Menu, from 

such as farmhouse, barn, pond, yard, 
woods, train station, grandma’s house, and 
mountain. There’s also a jukebox to play 
the songs. An impressive list of musicians 
worked on this project, and the delightful 
animations, full of sight gags and bright 
personality, combine with the tunes to 
Te younger set. 
Odell Down 
Under (MECC 
for Windows 


This is a large program that sheds light 
on the murky waterscape. Players can 
browse the database, choose their lifeform 
(or build a new one), then practice their 
survival skills. When they do, they’ll learn 
a great deal about the underwater kingdom, 
and what it takes to thrive in this eat-or-be- 
eaten community. 

The latest multimedia storybook from E 
Book is Aladdin, for Windows CD-ROM. 
This is an all-age treasure. Non-readers can 
hear the story narrated and see the lovely 
animated illustrations. A luxurious sound 
score rounds out the offering with music 
and special effects. Sheherezade, very 
appropriately, is the narrator. 

The CD retells the classic story, but 
there are several decision points which pro- 

The lovely graphics by Judith Kay Jones 
and Laurie Steele add a wonderful dimen- 

story that the 
f in this ele- 



It’s probably not a panacea for the prob¬ 
lem, but it’s definitely a good step in the 
right direction, as well as being a nice way 
to help children learn ways to protect 
themselves. In our violent society that is 
very important indeed. 
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The Official Guide to 
SimFarm, Paula Spiese, 


is the g 


s are looking for 
hope their par- 
tz family takes a 


and probably the one k 
ents will buy. The Sch\ 
positive approach to video gaming, treating 
the phenomenon as one that families can 
indeed share. Dr. Schwartz, a psychologist, 
is the author of many game magazine 
reviews and two other titles for Prima, 

Mrs. Schwartz is also a game expert, and 
sons Evan and Joshua are acknowledged 
up front for 


(Graphics, Music & Sound, Play Control, 
Challenge, Violence, and Entertainment 
Value) on a sliding scale from zero to five. 
Many of the games are also tagged “Just 
for Kids” (designed specifically for 
younger children) or “Family Fun” (broad 
age appeal). 

authors’ experience and impressions within 


the context of explaining he 


the overall 
the first chap- 


PARENT'S GUIDE TO 
VIDEO GAM® 


5 game 
works and 

involved in 
it. Most 
readers (not 
just parents) 
should be 
able to relate 

witty, insid- 


Other chapters 
discuss such 

prevalence of 
stereotyping 

games for 
girls?) and the 
potential bene¬ 
fits of video 
gaming. 

For 

prospective 
system buyers. 


approach. 

Regarding 
the Violence 
scale, fight¬ 
ing games 



ther Mortal 
Kombat nor 
any of the 
Street 
Fighter 
incarnations 


STEVEN A. SCHWARTZ, Ph.D. with JANET SCHWARTZ 



terns covered in the book, plus a hasty 
glance at the TurboGrafx-16, Jaguar and 
CD-based systems, and an in-depth study 
of controllers and add-ons. Other chapters 
take a look at keeping costs down and the 
process of selecting games to buy. Before 
the reviews begin, several pages are devot¬ 
ed to the criteria for selecting a game and 
the ratings system the authors used. 

There are 72 game reviews (12 for NES, 
32 for SNES and 28 for the Genesis) plus 
an overview of several NES classics like 
Hudson Soft’s Adventure Island games 
and Konami’s Castlevania series. No 
portable games are included. Each game 
reviewed is rated for six elements 


reviewed. There is a chapter discussing 
violence in games and how best to deal 
with it, such as avoiding the Forbidden 
Fruit syndrome. (The chapter is titled Sex 
and Violence in Video Games, but the 
problem of sex in home video games is 
quickly dismissed—aside from the stereo¬ 
typing situation, there isn’t any.) 
Nintendo’s and Sega’s approaches are 
examined, and a well-placed jab at the leg¬ 
islative approach rounds out the chapter. 

This is an excellent book for thoughtful 
parents, and is also of interest to any poten¬ 
tial game or system buyer who is interested 
in both the content and the contexts of 
playing video games. 

—Ross Chamberlain 


Prima, 151 pages 
(softbound, $19.95) 



was faced with a much more difficult task 
than her predecessors in the Maxis strategy 
guide realm. This shortage of raw material 
is apparent in the length, and content, of 
the SimFarm Almanac. 

The entire book consists of four chapters 
linked by a series of 14 exercises, many of 
which take only a few minutes to com¬ 
plete. The exercises are designed to build 
upon concepts introduced in the text and 
lead the reader through the necessary steps 
to create a fully functional starter farm. 

The structure succeeds in this approach, 
but the heavy duplication of material from 
the game manual in the first three chapters 
downgrades the worth of these sections to 
that of an advanced tutorial, as opposed to 
a thoroughly presented strategy treatment. 
The fourth and final chapter does provide 
some hints for the six scenarios that come 
with the game, but these could not be con¬ 
sidered extensive walk-throughs by any 

A full 17 pages of the already slim tome 
are devoted to purely educational a side 
like “What is Sorghum?” Sim Farm 
Almanac lacked sufficient content to justify 
the asking price. 

Mial with more detailed futures strate¬ 
gies, many different crop rotation and fer¬ 
tilizer management approaches, expanded 
coverage of animal husbandry and so on. 
Also, it would have been nice to see sever¬ 
al original problems of her own design that 
players could use to explore some of the 
more minute features of SimFarm. For a 
more successful harvest, next time dig a 
little deeper into the rich brown earth. 

—Ed Dille 
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Super Multitap), 8-Meg. cart presents 30 
national sides for use in exhibition match¬ 
es, tournaments. Playoffs, or a League. 
Action and simulation modes are offered. 

FIFA International Soccer uses ros¬ 
ters of real player names for each squad. 
Every team is rated in six aspects of play: 
shooting, running, passing, defense, tack¬ 
ling, and goaltending. Human participants 

formations for their club. 

Individual players have percentile 
ratings in 14 categories: skill, speed, 
reaction, ball control, shot power, shot 

ers, stamina, passing, and aggression. 

The close-up, angled playfield looks 
good, but it presents some unusual com- 

thoughtfully incorporated a control pad 
adjustment that turns on-screen diagonal 
movement into conventional up-down- 
left-right movements with the direction 
disk. It may not sound important now, but 

strategy in this fast-moving contest. 

FIFA International Soccer is definite¬ 
ly a full-featured game. It compiles up-to- 
the minute stats, presents scoring and foul 


A Pitch for SAES Soccer 

If then program them, mill you buy? 


by Hrnie Katz 

ports simulation enthusiasts certainly 
can’t kick about the number of new soc¬ 
cer cartridges which have premiered so 
far in 1994. Here’s the scouting report on four 
SNES cartridges that hope to capitalize on this 
summer’s World Cup excitement. 

Championship Soccer ‘94 (Sony Image- 
soft/SNES) Sensible Software’s design tries to 
provide a fast-action contest that evokes 
enough of the real sport to be interesting to 
those who want more of a simulation. Few 
games offer a greater variety of teams or more 
varied play modes. 

The hooters look tiny on the top-down, 
four-way-scrolling pitch, much smaller than in 
the other carts discussed in this article, but the 
faster (and smoother) movement may make it 
a good trade-off for those more interested in a 
hot game than a true replication of the sport. 

Championship Soccer ‘94 offers an unusu¬ 
al number of options. Users can choose to play 
with national teams, club football, or the 
slightly zany custom squads, which have 
names like “the Sensible XI” and “The Big 
Band.” The same screen gives access to a 
menu that adjusts game length, weather, 
music, difficulty (beginner, normal, expert). 


and language (English, French, German, 
Italian). The difficulty levels are cleverly 
implemented so that beginners have a much 
easier time keeping the ball during rapid 
reversals of direction and shooting the ball at 
the goal. There is also an opportunity to vary 
pitch conditions, and it’s amazing how a little 
ice can change the match’s complexion. 

Another menu presents the available play 
modes. Friendly is like an exhibition match for 
one or two coaches, Cup is a customizable 
tournament foi ip to 32 teams, while League 
generates a season for up to 16 clubs. There 
are also pre-set Cup and League competitions 
for those who want to get into Championship 
Soccer ‘94 the minute they open the box. 

This cartridge is less concerned with names 
and stats than evoking the flow of real soccer. 
Despite graphic limitations. Championship 
Soccer ‘94 gets a “thumbs up,” particularly 
for those who don’t consider themselves hard¬ 
core sports gamers. 

FIFA International Soccer (EA Sports/ 
SNES) The Federation Internationale de 
Football Association (FIFA) formed in 1904, 
is the governing body of international soccer 
competition. This one to five player (with 



summaries, and has a sophisticated instant 
replay that tracks any player through the 
whole sequence, as well as stop motion, 
reverse, and regular speed. A lot of action and 
motion sequences make the game more chal¬ 
lenging and in the end, more enjoyable. 



H unntnge point from the stands ns the 
gnalie prepares ta toss the ball into play. 







Soccer Shootout (Capcom) 

This is exactly the type of soccer cart you’d 
expect from the action-aces at Capcom. Well- 
animated players zip up and down the angled 
side-perspective playfteld which shows the 
action in a fairly close-up view. Soccer 
Shootout is not nearly as detailed as some of 
its rivals, but it offers boot-and-play simplicity 
along with a pretty solid feel for the sport. 

Ten special player moves distinguish this 
12-Meg electronic soccer contest for one to 



four. Control the on-field destinies of an array 
of 12 famous international teams: Germany, 
Italy, Brazil, Argentina, Russia, Spain, 
Mexico, The Netherlands, Great Britain, 
France, United States, and Cameroon. Each 
team has a roster of 20 named footballers. 

The cartridge has six modes of play. 
Exhibition is a single match. It can be 



solitaire, against other humans, or a machine- 
run demonstration tilt. The Main Game is a 
22- or 44-game season against human or com¬ 
puter opposition. All-Stars is an exhibition 
using pre-set squads or customized all-star 
teams. Penalty Kicks produces the end-of- 
game tiebreaking sequence. There’s also an 
Indoor Soccer contest and a Training section 
with five different drills. Game length can be 
six, 10, or 20 minutes, short of regulation 
time, but about right for this arcade presenta¬ 


tion. sports Capcom didn’t sacrifice all the 
frills in the name of playability. There are for¬ 
mations, substitutions, instant replay, and even 
a triumphal trot for goal-scorers. Goal keeping 
is machine-controlled, which means that even 
first-timers won’t get buried by a dozen quick 

Soccer Shootout can’t hang with some of 
the other titles in authentic detail and deep 
strategy. Hunt elsewhere for a football sim. 
Those who crave a rock ’em, sock ’em 

approach should throw this 
one into the cartridge slot. 

World Cup USA ‘94 
(US Gold/SNES) The 
World Cup, the most pres¬ 
tigious prize in intemation- 

structure for this top-down 
version of kickball. 
Although it has some of 
the trappings of a simula¬ 
tion, World Cup USA ‘94 
is fundamentally an 
arcade-style cartridge. It 
reflects the realities of soc¬ 
cer, but in streamlined 
fashion. 

Originally designed for 
the UK, World Cup is 
especially good for 

American dilettantes who relish the speed and 
thrills of the sport without having to learn its 
intricacies. This being somewhat of a reaction 
on how some game enthusiasts like to jump 
head first into games without studying the 
manuel. Although the manual badly needs 
tighter copy editing, it does lead the reader 
step-by-step through the essentials, if they 
take time to read, it that is. Most of us don’t 
have the knowledge to fully appreciate a rigor¬ 
ous soccer sim, so a cartridge that emphasizes 

be quickly di 

It offers a chance to guide a 
the official World Cup tournament ladder, cre¬ 
ate your own tournament, play a friendly 
match (a single, isolated contest), or practice. 
The Friendly Match Option allows head-to- 
head and all-machine play as well as the usual 
solitaire mode. There are three Practice choic¬ 
es: match, penalty, and set pieces (free kick, 
comer kick, or throw in). 

In a tournament, the user chooses any of the 
24 teams to control. Countries that failed to 
make the charmed circle can be added to a 
tournament ladder with the customizing 
option. In-game variables include weather, 
three game speeds, suspension or use of off¬ 
side and back-pass rules, and game duration 
(five selections from six to 90 minutes). The 
program also lets you make some subtle 
adjustments, most notably “the glue factor,” 
which governs how easy it is to keep the ball 
on a hooter’s foot during the match. 

With the World Cup schedule to start in 



The kiikoff with an auer-uieui screen shnuin 
far field fnrmntinn in Ulnld [up U5H Soccer. 


mid-June, this is probably the last batch of 
new SNES soccer cartridges for a while. 
Fortunately, these new titles are so varied and 
individualized that there’s enough gaming to 
keep sports-lovers happily occupied for the 


Ton much of a good thing? 

The msh of soccer cartridges is an 
embarrassment of riches for sports 
gamers. Never have publishers presented 
so many tempting choices in such a short 
period of time. 

The sales recap may not look as bright. 
Better get your soccer games now, though, 
because this Golden Age could end as 
suddenly as it started. 

How many soccer games is too many? 
The current frenzy suggests that there is 
no limit. Based on past sales of soccer 
video games, one for each system looks 
like enough to satisfy consumer demand. 

What’s happening here? Two'forces 
drive the soccer game boom: the availabil¬ 
ity of Euro-titles, and the hope that World 
Cup excitement turns into big sales 
numbers. 

Check the ratings EG gave recent releas¬ 
es, and you quickly find out that we’ve got 
a soccer game quality glut. Yes, a quality 
glut, as weird as that sounds. There are 
many good games competing for a sliver 
market in North America. Overseas sales 
are a consideration for some titles, but a 
few have been done there first, and any 
new entry faces an entrenched group of 
competitors. 

Depending on the World Cup to make 
soccer a craze in the U.S. is unreasonable. 
Leave aside the fact that soccer would 
have to be as popular as baseball to sup¬ 
port all these new games. Thatt doesn’t 
matter. What does matter is that most 
Americans don’t care about the World 
Cup. Perhaps the relentless publicity will 
spur some interest, but without big-name 
American players or an ongoing profes¬ 
sional league, such an upswing may be too 
little and too brief to perform marketing 
miracles. 
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Some Dare Call It 'Football' 


highlights a flag, 
1-10 ratings appear 
for that squad in 
speed, offense, and 
defense. Once 

Tiu d neui soccer carts tor the Genesis ^ a g ^ e w . up 

screen facilitates 

picking a formation and determining whether 
the goaltender will be on automatic, semi- 


by Hrnie Katz 

HI hether you use the name by which its 
111 known in the U.S., “soccer,” or the terr 
Uj familiar to the rest of the world, “foot¬ 
ball,” this sport engages the atte 
one from grade school to the sei 
center. Soccer hasn’t made any 
fessional sport in this country, but that hasn’t 
stopped cartridge companies from pumping 
out new product. 

Continuing the frantic pace of 
introductions in this category, 
are two more Genesis titles this 
month. Even if you don’t know the 
World Cup from a Big Gulp, these 
programs deliver the kind of team 
sports action that’s hard to resist. 
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are depicted in side perspective. Since the van¬ 
tage point is very close to the field, an optional 
radar scope in the upper right comer shows 
where every man is positioned on the field. 

Digitized speech announces goals. That’s a 

the voice was clearer. Sometimes, there’s a 
faint warbling that detracts from the effect. 

The game opens with an announcer sitting 
at a TV anchor desk. Below the picture is a 
text block that gives a general description of 
the match to come. Nothing wrong with the 
opening, except it isn’t very original. 

Champions World Class Soccer bears a 
family resemblance to other, non-sports titles 
in the Acclaim/Flying Edge//LJN catalog. It 
doesn’t break new ground or even push the 
cutting edge, but it’s a thoroughly professional 
job and an enjoyable, playable cartridge. 

Championship Soccer ‘94 (Sony 
Imagesoft/Genesis) This game is making a 
simultaneous debut on the SNES, but side-by- 
side comparison gives this edition the edge. 
The graphics are crisper, the color pallet is 
brighter, and the whole project has a slicker, 
more professional feel. 



The actual game is essentially the one 
described in the SNES soccer article that pre¬ 
cedes this one. The emphasis is on action and 
ability to master it, though the designers have 
worked a surprising amount of real-life soccer 
into the cart. Knowing a little about the 
world’s most popular sport certainly won’t 
hurt, but any experienced action gamer will 
have no trouble getting acclimated to this 
game of speed and accuracy. 

Like its SNES counterpart, there are three 
screens full of National, Club, and Custom 
teams. Statistics don’t play a huge role, how¬ 
ever, so hand-eye coordination is more impor¬ 
tant than having a super star midfielder. 

This probably isn’t the best cartridge for 
soccer purists (which comprises approximate¬ 
ly 0.01% of EG’s readership), but it’s a good 
choice if what you want is an hour of fun, soli¬ 
taire or against a friend. Take the time to prac¬ 
tice the controls and get the overall feel of the 
game and you’ll be set when it comes to a 
match with your worthy soccer friend or foe. 












dered fields and sta¬ 
dia, and CD-quality 
sound. The opening 
sequence is as slick 

network television, 
with lots of digitized 
NFL logos and lip- 
synched, full motion 
video clips of our 
host, Mr. Madden, 

blur the line 
between televised 
sports games and 
interactive electron¬ 
ic sports games. 

This time out, EA 
corrects a problem 
that detracted from 
pre-1994 versions. 
Yep, they got an 
NFL license. JMF 
uses 28 NFL teams 
from the ‘93-’94 


all the excitement of 
real football action. 
Team logos abound: 
in the stadia, on hel¬ 
mets, displayed and 


John madden 

Great Sports Game meets 

by John III. Hardin 

J ohn Madden Football for the 3DO takes 
the best-selling sports sim ever and turns 
it into a product that surpasses the expec¬ 
tations of even the most jaded sports gamers. 

Enhanced and redesigned, John Madden 
Football features fully digitized player 


Football 


Players can cap¬ 
tain a total of 38 dif- 

the 28 squads of 



championship 

teams, composed of Madden’s personal picks, 
round out the lineup of gridiron gladiators. 

In this aspect JMF resembles earlier ver¬ 
sions, and truly, there are not many surprises 
in the game play, just refinements that add 
further polish to a great product. Players will 
find the same smooth interface that graces pre¬ 
vious versions, plus a refined playbook that 
features two new formations. 

John Madden is in more evidence than ever. 
Players don’t just hear his digitized commen¬ 
tary, they get full-color, full-screen, full- 
motion Madden. We see him behind a desk in 
a studio that could have been plucked from 
any NFL pregame show. While he doesn’t 
appear during the game itself, his line of color 
commentary is improved and expanded. He 
n good and bad plays alike and 


As previously, there is a scouting report that 
has stats for each of the 28 teams. Each player 



is rated on the usual skills like throwing, 
catching, speed, agility, etc., but the scouting 
report has been changed in one very dramatic 
way. There is now a library of over 100 NFL 
video clips, that allow players to view high¬ 
lights of star players in action. The clips are 
expertly narrated (easy when you know what’s 
going to happen) and there is a lot of great 
footage here, all of it entertaining. Players will 
watch just to see the tremendous passes, 
miraculous catches, and painful tackles. This 
is the kind of stuff Sports Illustrated uses to 
sell magazines. 

Everyone knows that John Madden 
Football is probably the best football game (it 
is certainly the best selling) ever made, and 
probably will be for a long while. What will 
surprise people is how much better it has 
become on the 3DO. Once again, EA Sports 
has surprised electronic sports enthusiasts by 
making a game that was already great better. 


Did Ule mention Instant Replay? 

The Instant Replay option is the icing on 
the interactive cake in this version of EA's 
classic sports title. After any play, the 
gamer can access Instant Replay and watch 
the action unfold from a variety of angles 
and speeds. 

Using the D-pad, the player can zoom in 
on one part of the field, or pull back all the 
way to see everything from an overhead, 
blimp view. Up or down on the D-pad tilts 
the camera angle, allowing the player to 
take in the whole field or just one section 
of it. 

The Left and Right buttons cycle through 
the players, highlighting each one. By 
selecting a player this way, the player 
causes the camera to track that single play¬ 
er through the whole instant replay. This is 
fun to watch and useful to the player for 
figuring out strategy and tactics. 

The C button runs the replay at normal 
speed, while pressing the B button shows 
the footage one frame at a time. Holding it 
down plays the footage in slow motion and 
the A button rewinds the replay at high 
speeds. Fun Stuff. 
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Sizing up the world's first Virtual Vest 

by ED DILLE 


The Interactor 
Aura Systems 
$79.95 

the latest action-packed video or computer 
game. Suddenly, you watch as a series of bril¬ 
liant explosions fills the screen. You hear the 
thunderous roar and then, unexpectedly, you 
feel the shock wave hit, rippling up and down 
your spine with the full fury of the 
digitized onscreen blast. You are no 
longer playing the game, you are 
now part of it. Such is the feeling 
conveyed when wearing the new 
Interactor, a virtual vest created by 
Aura Systems. 

Before explaining how this revo¬ 
lutionary device works, it is first 
necessary to establish some back¬ 
ground on Aura Systems itself. In 
tracing the roots of their technologi¬ 
cal expertise, we will find the magic 
behind the Interactor. 

The company was founded in 
1987 by a group of scientists and 
engineers with many years of expe¬ 
rience in major national programs, 
both government funded and pri¬ 
vate. While the defense industry 
was booming, Aura Systems con¬ 
tributed to a number of critical pro¬ 
jects including: 

• Active Magnetic Suspension 
(Hughes Aircraft/USAF) 

• Advanced Magnetic Suspension 
(General Dynamics) 

• LEAP Magnetic Flight Motion 
Simulator (Litton) 

• F-16 Tactical Magnetic Gimbal 
(General Dynamics) 

• LEAP Thruster Test (Boeing) 

• Direct Optical View 
Experiment (USAF) 

As everyone knows, however, 
the great government cash cow of 
the 70’s and 80’s has dried up. 

Rather than scaling back their operations how¬ 
ever, as many defense contractors have done, 
Aura Systems had the foresight to envision 
commercial and mass market uses for the 
technology they had developed. 

For example, one of the problems that con¬ 
cert musicians have is hearing the feedback of 


their own instruments during a performance. 
Aura Systems solved this problem during the 
recent Barbra Streisand concert in Las Vegas 
by tapping the audio output of each individual 
and running a portion of it back through an 
Interactor actuator connected to the platform 
the musician stood upon. The tactile feedback 
provided by the vibrations was clean enough 
to allow perfect coordination of the ensemble. 

The Luxor Hotel in Las Vegas recently 


asked Aura to design a special apparatus for 
their 350-seat "Theater of Time.” Aura 
responded by developing actuators to convert 
deep bass vibrations from sound tracks into 

Aura’s 1000 pound actuators are also used in 
the Luxor’s “Search for the Obelisk” attractior 


to create the feeling of motion, combining the 
large stroke and high frequency capability of 
their electromagnetic actuator to provide 
effects which cannot be reproduced with con¬ 
ventional hydraulics. 

The Interactor uses a similar electromag¬ 
netic actuator, though on a much smaller 
scale, to listen to the audio output of any 
source and convert it to body pulsing vibra¬ 
tions which are keyed to the onscreen action. 

An adjustable 1 volt intensity con¬ 
trol allows the wearer to adjust the 
maximum output of the vest from 

At the low end of the spectrum, 
the vest produces a somewhat 
pleasant 0.5 foot pounds of force 
per watt of power. For those with a 
more masochistic nature, the vest 
is capable of producing 20 foot 
pounds of force per watt within the 
resonant frequency band (35-55 
Hz). Do you want to feel the body 
blows of Prizefighter on the Sega 
CD, or the gruff kicks to the mid¬ 
section of Mortal Kombat on the 
SNES? If so, the Interactor will 
take you there. 

Aura Systems has included some 
other nice user configurable con¬ 
trols as well. When the Frequency 
Shifter is turned on, video game 
signals to be felt by the Interactor 
are divided by a factor of four to 
focus the pulsations of the vest. 
When this feature is turned off, it 
allows for more natural fidelity and 
feel when listening to music or 
TV/VCR audio outputs. A-separate 
threshold filter allows players to 
customize vest performance to a 
particular game. Games offer many 
different bass signal strengths, and 
this feature allows players to do 
things like filter out music or other 
background noise in order to maxi¬ 
mize the impact of sound effects, 
like punches, kicks or explosions. 

Is the Interactor all that it’s cracked up to 
be? Yes, unequivocally, this unit increases 
game enjoyment in a manner that is not 
offered by anything else on the market. It is a 
proven fact that, the more senses that can be 
drawn into an activity, the greater the stimulus 








The Sound of 
Things to Come 

Aura systems is also using its 
patented electromagnetic field tech- 

series of high performance audio 
speakers as well. The difference 
they offer has to do with the manner 
in which the diaphragm interacts 
with the speaker cone. In traditional 
designs, when the output of the 
amplifier is cranked up to maxi¬ 
mum, the diaphragm actually 
impacts with the magnetic plates 
that control its fluctuation. These 
impacts create the distortions that 
are both annoying to hear and 
destructive to the speaker as well. 

The Aura design suspends the 
entire array in an electromagnetic 
field, such that the diaphragm is free 
floating now matter how strong the 
signal that is being reproduced 
becomes. As such, even at peak out¬ 
put, the user hears nothing other 
than what the composer intended. 

Though Aura Systems has yet to 
decide whether they will manufac¬ 
ture the units themselves or seek 

stration provided EG was impressive 

will hit the market, though whatever 
source. With a basic Sony amplifier, 
a set of computer speakers that fit in 
the palm of your hand (one inch 
cones) filled a 20 x 40 room with 
crystal clear sound to the point that 
listeners could literally feel the 
music vibrations in their chests. 

Now that’s performance! 


Specifications 

West Dimensions: 14" h x 12" ui » 3" d 
Rmplifier Dimensions^" h x 4 " uu x 2" d 
amplifier Output: 16 mutts RIDS into 4 ohms 
7D mutt peuk pomer bursts Impedance: 4 ohms 
Resonnnt Frequency: 35-55 Di 
maximum Fnrie: 20 ib.-f at resonance 
nominal Forte: D.5 Ib.-f per matt 
RIDS Pomer: 18 matts 

Threshold Filter: Filters signal leuels from 0.1 to 0.8 
uolts, gated at 2 milliseconds response time 
Length of Card: 12 feet (amp to uest) 4 feet (amp to unit) 


Electronic dames 12S 







“During 
this year’s 
Superbowl, 
over 
40,000 
players 
competed 
nationally 
for rank¬ 
ing and 
prizes 
using 
NTN” 



Net Service To Be Expanded 


Included with the PC Internet Tour Guide is a front 
end program that allows users to navigate the Internet 
with the same point and click convenience they have 
come to expect on other services. When one connects 
with this software, they become an instant member of 
Tour Guide “Visitors Center,” which will keep them 
abreast of up-to-the-minute developments, new 
programs, and various other additions to the net. 

The text is a valuable resource as well. Users will 
find out how to manage their 
file transfers and E-mail effi¬ 
ciently, as well as how to use 
gophers. Gophers are special 
programs that will search out 
the information needed while 
the user is off-line, and have i 

Finally, the Internet Tour Guide 

great number of resource 
they would not normally 1 
aware of, including 
into a vast judicial databa 
known as LAWNET and 
send E-mail to the Whitel 

Although Genie is not 

this product, it is the likely end 
user of Air Warrior D, now 
under joint production with Kesmai and Alliance 
Software. The sequel to Genie’s most utilized gaming 
area is still months away (expect a first quarter ’95 
release), but it is rumored to dwarf the artificial intelli¬ 
gence and features of the original. Additionally, Air 
Warrior II is planned to be released in a box version 
(similar to what was done with INN’s Shadow of 
Yserbius) so players can enjoy it off-line as well. 

Computer Sports Network General Manager 
Baseball is better than ever on this niche net. 
Subscribers own their own franchise, draft their play¬ 
ers, plan their strategies, and compete in either launch 
or perpetual leagues. Launch leagues cover a three- 
month, 50-game season, while perpetual leagues are 
ongoing. There are no duplications of players within a 
league and subscribers can use current lineups or his¬ 
torical rosters as far back as 1950 to conduct their 
drafts. For those who want managerial skills before 
leaping into the league, look for The Electronic 
Baseball Strategy Guide, available from Prima 
Publishing. Launch leagues are $9.95 month per team, 
perpetual are $14.95 month per team. These prices 

fees. Additional non-prime time rate is only $2.95 an 


by Ed Dille 

One of the great features of INN’s new 
3-D Golf game is the ability to chat with other mem¬ 
bers of the foursome. This recreates much of the good- 
natured competition and camaraderie of the game, 
without detracting from the quality of the model itself. 
3-D Golf is beautifully rendered and executed, from 
reverse angle shots of the ball landing down the fair¬ 
way to grid overlays on the greens (which can be 
toggled on or off). One can only hope that INN will 



expand this offering even further, via course additions 


The PC Internet Tour Guide (see sidebar) is not the 
only graphical front end for the Internet anymore. 
America On Line has recently added a similar 
program to support its growing subscriber base (now 
reported to top 700,000 users). Long-term users will be 
happy to note that AOL has increased their computer 
capacity by 50 percent to support the increased load. 
This should make it easier for everyone to access the 
net whenever they want and take advantage of AOL’s 
AD&D classic, Neverwinter Nights, or any of the 
thousands of games offered on the Internet, including 
the ever popular Multi-User Dungeon (MUD) system. 

In addition to the Trivia and Sports challenges dis¬ 
cussed in last month’s column, NTN is expanding the 
number of “live access” stations it maintains nation¬ 
wide. These keypad arrays are currently in a number of 
sports bars and hotels across the country to allow play¬ 
ers to make real time play calls and score predictions 
for football, basketball, baseball, and hockey. During 
this year’s Superbowl, over 40,000 players competed 

system. Long-term plans include cable and possibly 
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Dr. Katz's prescription for electronic gaming fandom 






“You can 
end a day 
at the flea 
market 
with an 
Intellivisio 
n system, 
10 games, 
and a 
voice syn¬ 
thesis add¬ 
on for less 
than the 
cost of a 
discounted 
SNES 
cart.” 



One Person’s Landfill May Be 
Another’s Prized Collectiole 


There is a dimly lit room tucked away in an obscure 
corner of video gaming. In this cobweb-filled cranny, 
cartridges from an ancient civilization called “the 
Golden Age” lie dormant. On their exteriors are 
inscribed runes long forgotten: “Intellivision” ... 
“Vectrex” ... “Astrocade.” Locked within their chips 
are the ancient mysteries of interactive entertainment. 

Where is this hidden place? Quite possibly, just 
upstairs, in your attic! Cartridge collecting is a fast¬ 
growing hobby that packs a lot of pleasure potential for 
gamers. What other collectibles offer interaction? 
Stamps? Coins? Cards? All you can do is look at them. 
Try using them, and you’ve crippled the value of your 
prize item. 

With video game collecting, you can frequently play 
even the rarest of titles. Join the resurging army of 
video gamers from the late 1970’s and early 80’s who 
now proudly flaunt their hoard of “classic” game car¬ 
tridges. Hiding almost anywhere in your house a gold 

To gain some perspective, let’s enter the electronic 
gaming time line, circa June 1983. At about this point 
in history, game players turned sour on the hobby. 
Manufacturers were churning out scores of cartridges, 
but the good games appeared further and further apart. 

the store shelves into the bargain bins. This was before 
the era of game “rentals,” so an unresearched purchase 
often resulted in frustration, returns, and in worst-case 
scenarios, broken equipment. (Have you ever played 
Sssnake on the Atari VCS/2600? Did your controller 
survive the ordeal?) 

These were ugly days for video gaming, but it did 
create an interesting situation. By early 1984, a mass 
exodus of game publishers marked the end of what we 
today call “the Golden Age of Video Gaming”, leaving 
hundreds of thousands of game cartridges abandoned, 
stored away, or lost. Enter “the Age of the Collector.” 

Some interesting tales lie behind many of the games 
sought by collectors. Chase the Chuckwagon, a game 
that represents a synergy between a pet food corpora¬ 
tion and a major video game maker, is one of the 
toughest carts to find today. When Spectravision 
(Planet Patrol, Tapeworm) teamed with Ralston 
Purina (Friskies, Chuck Wagon), they had no idea what 
chaos their unusual offering would create for today’s 

Capitalizing on the hot Atari 2600 market, they 
offered their game through a special mail order promo¬ 
tion. The few who fell for their plan and bought bags 
of dog food just to get the game were disappointed. 


by Joe Santulli 



VCS owners’ homes probably ended up in a pile, the 
number of functioning originals is limited today. 

Another Atari VCS title that became a legendary col¬ 
lectible is Rob Fulop’s Cubicolor. In the early years of 
his illustrious game designing career, Fulop was 
employed by Atari and third-party software giant 
Imagic. It was during his years at Imagic that he creat¬ 
ed Cubicolor, a game intended to capture the excite¬ 
ment of the Rubik’s Cube (a then-popular handheld 


r) fad 


te VCS. 



Unfortunately, Fulop didn’t get support from Imagic. 
The company 
made only fifty 
prototype car¬ 
tridges, Fulop 
left Imagic, and 
Cubicolor fell 
through the 

ished. At least 

were all led to 
believe! ' Cubicolor 

Recently, however, it was discovered that Fulop still 
had over half of the original cartridges and was offer¬ 
ing them for $125 each, signed and numbered. As of 
this writing, roughly twenty were still available. To the 
avid collector, Cubicolor is a diamond in the rough. 

The Atari VCS isn’t the only system considered col¬ 
lectible. All of the key players in the industry, from 
Fairchild’s Channel F (the first true home programma¬ 
ble system) to the popular ColecoVision, each system 

So remember folks, you always have a friend here at 
Electronic Games to help you in your quest for the 
ultimate collectible! Go forth! 


• Joe Santulli is editor of Digital Press, selected the number 
one electronic gamingfanzine by EG's readers. 
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Earth to Sega: Is Saturn Burmng? 

by BILL KUNKEL 


OK, let me get this straight. The Genesis is 
the dominant machine of the 16-Bit era. CD 
development has finally yielded some decent 
software—or at least a distinctive style of 
game. Sega has also announced the Genesis 
Super 32X, a peripheral which will upgrade 
the Genesis to 32-Bits, more or less. Then 
there’s the Sega Channel, which is set to go 
on-line this fall. It has already been hooked up 
with most of the major cable services, using 
the Genesis as its base system. Finally, we 
have the persistent reports that development of 
the 32-Bit Saturn system has not gone as 
smoothly as the folks at Sega of Japan would 
like us to believe. 

Given this information, why is Sega contin¬ 
uing to insist that the Saturn is coming to the 
U.S. right after Christmas? The arrival of the 
Saturn on these shores would only toss a very 
large monkey wrench into Sega’s still-build¬ 
ing success. Remember what happened to 
Atari when it tried to upgrade users to next 
generation technology: the old systems 
stopped selling and the new ones bombed. 
Then there was Nintendo. Mighty Nintendo, 

30 million units, worldwide, the greatest sys¬ 
tem saturation in history. But when it came 
time to move to 16-Bit technology, Nintendo 
was forced to give Sega a two-year head start, 
because the braintrust knew that the arrival of 
the SNES meant the end of the non-Super 
NES. As a result, the SNES has fallen far 
behind in the 16-Bit sweepstakes, and NES 
and Game Boy sales are in serious decline. 

So why does Sega continue to insist that the 
Saturn is coming? Smokescreen? Or does 
Sega believe the Saturn can challenge the 
black box systems for the high-end market? 
Sega has always been a strong adherent to the 
belief that consumer electronics items never 
become mass market commodities until they 
hit the $300 price point. Can Sega market a 
CD-based, 32-Bit game system for that price 
and still offer satisfying margins to retailers? 
Or will it even be CD-based (Nintendo is now 
claiming its Project Reality system will be 
ROM cart driven)? 

So come on, Say-Ga, what’s the story? 

Revenge of the Early Adopters 

We used to call them the “sponge market”— 
those males, aged 18-24, who scarf up the first 


rev of every new electronic toy. Trip Hawkins, 
however, was the first person to publicly 
address this demographic segment, dubbing 
them the “Early Adopters” and casting them 
as the key figures in the launch of the 3D0. 

The line on the Early Adopters was they’d 
buy anything that was new, cool, and electron¬ 
ic. The men who use Amiga 1000s as 
doorstoppers, and its 3.5” floppy disk software 

five entertainment industry. The impulsive, 
excitable buyers who love new technology— 
the suckers, the pigeons, the gulls, the saps 
who shell out top dollar to acquire the first 
edition of each new system, which they then 
spend the next year debugging, free of charge, 
for the manufacturer. The manufacturer then 
rewards the loyalty of these Early Adopters by 
cleaning up the glitches, redesigning the con¬ 
figuration, and selling it to everyone else at 
half the price. Unfortunately, the software on 
the new, improved systems mostly won’t run 
on the older versions. Perhaps you should 
consider an upgrade? 

So what happened with the 3D0, the hottest 
Early Adopter-type system since the Amiga? 
Why didn’t those Early Adopters knock down 
the doors trying to pick up those Panasonic 
REAL players? 

A couple of theories: 1) even an Early 
Adopter won’t buy a system with NO soft¬ 
ware; 2) Panasonic’s marketing was so subtle 
that the Early Adopters didn’t know the 
machine was out there; or 3) perhaps these oft- 
exploited souls have finally wised up. 

In fact, the single piece of wisdom I invari¬ 
ably lay on family and friends when they 
come to me inquiring about some new enter¬ 
tainment system is this: never buy the first run 
of ANY new hardware technology. If the sys¬ 
tem works, a cheaper, cleaned-up version will 
be available within six months to a year. This 
is the safe way to guarantee you will receive a 
system that has been tweaked and is ready for 

The failure of the 3D0 rollout in the U.S. 
can be attributed to many outside factors and 
influences, but don’t discount the possibility 
of Early Adopter Backlash. The industry’s had 


130 Electronic Games 


mm THHKBC 



June, 1994 

VOLUME 2. NUMBER 9 

A DECKER PUBLICATIONS, INC. 
PERIODICAL 

PUBLISHER 

Steve Harris 

ASSISTANT PUBLISHER & EDITOR 

Arnie Katz 

EXECUTIVE EDITOR 

Bill Kunkel 

NEWS EDITOR 

Joyce Worley 

SENIOR EDITOR 

Marc Camron 

MANAGING EDITOR 

Ross Chamberlain 

ASSOCIATE EDITORS 

Russ Ceccola, Ed Dilie, Dean Hager 

CONTRIBUTING EDITORS 

Ted Chapman, A1 Giovetti, John Harden, Steve 

Honeywell, Kevin Perry, Sara Slaymaker, 

Lauri Yates, Jay Carter, Joe Santulli, Scott Wolf 
ART DIRECTOR 
Juli McMeekin 
PRODUCTION 

Colleen Bastien, Production Manager 
Dave McCracken, Production Assistant 
Jennifer Whitesides, Managing Copy Editor 
Jo-El M. Damen, Gayle Schneider, Copy Editors 
John Born, Ad Coordinator 
CUSTOMER SERVICE 
(708)268-2498 
ADVERTISING 

Eisenberg Communications Group, Inc. 

Los Angeles, CA 90024 
(310) 824-5297 

Jeffrey Eisenberg, National Advertising Director 
Brian Olshever, Account Executive 
Suzanne Farrell, Ad Coordination Manager 

DECKER PUBLICATIONS, INC. 

Steve Harris, President 

Mike Riley, Vice President of Operations 

Mark Mann, Chief Financial Officer 

Mark Kaminky, Vice President/General Counsel 

Dave Marshall, Circulation Manager 

Cindy Kerr, Director of Promotions 

Kim Koval, Promotions Coordinator 

Harvey Wasserman, Newsstand Director 

Peter Walsh, Newsstand Manager 

John Stanford, Manufacturing Director 

Ken Williams, Systems Coordinator 


DISTRIBUTED BY: 

WARNER PUBLISHING SERVICES, INC. 













and runner-up in 


Mof 

Jf.u MuS+'HuRRV 





American M4 Shermans. Tigers of the Third 
Reich. These were the tanks that rocked 
Europe from D-Day to the fall of Berlin in 
World War II. The same armored juggernauts 
that you’ll command in the explosive new 
game Across the Rhine from MicroProse. 


Jump into history’s most famous tanks and 
experience the fierce combat and tough deci¬ 
sions that gripped World War II tank com¬ 
manders. Take command of U.S. or German 
forces. Control single tanks or entire Compa¬ 
nies. And blast your way through enemy units 
across the war-torn landscape of Europe. 

Across the Rhine from MicroProse. And you 
thought heavy metal started in the 70's. 


In 1944, This Was The Only 
Heavy Metal Touring Europe. 
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